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SOFIA 1923 


Re ossession 


Wherein the investigators recover the Head and render the Sedefkar 


Simulacrum complete, much to the delight of the original owner, 


who soon comes to collect it. 


by Richard Walls and Oscar Rios, wilh Mike L 1y 


Bulgaria is plagued by violence caused by an- 
archist and criminal organizations, particularly 
in the winter of 1923. The level of violence in 
Sofia has sharply risen in recent years, caused in 
part by the arrival of The Dzhudzheta Idol, the 
Head of the Sedefkar Simulacrum. 

The investigator's sole clue is vague, Pro- 
fessor Smith's statement that 'one part was lost 
near Sofia during the Bulgarian War in 1875. 
However, unknown to all but a few Bulgari- 
an academics, the Head was discovered fifteen 
years ago. Luckily for the investigators Dr. Rad- 
ko Jordanov, the director of Ancient History at 
the National Archaeological Museum in Sofia, 
is one such person. 


Keepers INFORMATION 


The undead Fenalik is patient no more; he has 
been so long away from his beloved statue that 
his body warps into an ever-more hideous form. 
His body craves release and renewal; he squirms 
in his coffin like an adolescent. Trusting that the 
investigators board the train again as soon as 
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they have found the piece near Orašac, he goes 
to Sofia ahead of them. 

Situated in necropolitical splendor beneath 
the ancient city, Fenalik anticipates the juncture 
of the simulacrum and the completion of his 
plans. He senses that the Head, the controlling 
organ of the Sedefkar Simulacrum, is some- 
where in the region. 

The Head surfaced in October of 1908 af- 
ter flooding from heavy rains washed it out of 
its burial place in the town of Samakov, where 
it had lain for thirty eight years. A farmer found 
the head in his field and sold it to Ivo Penev, a 
young Bulgarian archeologist. Penev studied the 
head and published an academic paper, claim- 
ing it to be evidence of a Dzhudzheta civiliza- 
tion. The Dzhudzheta were a race of dwarves 
said to have died out long before God created 
man, according to Bulgarian mythology. 

The academic community considered Dr. 
Penev's theory to be ludicrous. At best, they 
thought he was the victim of a hoax; at worst, 
he was attempting to perpetrate one. His repu- 
tation was ruined. 


CONSTANTINOPLE 


Dr. Jordanov 


The “Dzhudzheta Idol” currently sits in 
obscurity as a forgotten curiosity in the ar- 
chives of Sofiiski Universitet (Sofia Universi- 
ty). Few remember the incident or the Head's 
existence, but Dr. Radko Jordanov does. His 
memory is sparked by documents unearthed 
in Vinkovci containing references to the 
Sedefkar Simulacrum. 

The investigators meet Dr. Jordanov on the 
Orient Express as he returns to Sofia, and he 
shares his theory and explains that he can help 
them obtain the Dzhudzheta Idol. 


THEINITIATE 


There are more Brothers of the Skin further 
east. A chapter of the cult thrives in Bulgaria, 
with agents everywhere. New Brothers must 
undergo a suitable test of skill. Thus, as the Ex- 
press halts briefly at the customs point at Tzari- 
brod on the Bulgarian border, an extra police- 
man boards, hides, then replaces his crumpled 
uniform with the immaculate livery of the Sim- 
plon-Orient Express. 
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& CONSEQUENCES 


Nikolai the Initiate's mission is to observe 
and eavesdrop on passengers traveling to Tur- 
key. There have been recent incidents in the 
west, following the route of the Orient Express. 
A key cult leader was killed in Milan (Arturo 
Faccia). Brothers dispatched to Trieste have 
vanished (Fahim Salleh). There have been no 
reports from Vinkovci (Vukovi Vinkovcima). 
Someone is acting against the cult, and is get- 
ting closer. 

Using his skills of disguise, stealth and pos- 
sibly charm, Nikolai moves through the train 
looking for passengers of interest. He soon 
finds some, as recounted below. 

Thanks to him, the cult learns a possible lo- 
cation of the simulacrum's head, and moves to 
recover it. Fenalik closes in, and chaos follows. 


On the Train 


The train rolls through the snowy passes of Bul- 
garia, scheduled to arrive in Sofia at 7:00 P.M. 
The investigators are doubtless exhausted after 
the strange events near Belgrade, and grateful 
for a fine meal in elegant surrounds. 

The following events assume that the in- 
vestigators enter the dining car at some stage 
during the ten-hour journey. If they do not, the 
keeper can shift the meeting to the salon car, 
but note that Nikolai the Initiate will have fur- 
ther to run to reach the fourgon. 


THE TALL STRANGER 


A tall man in an ill-fitting suit is seated alone 
in the dining car. Documents and photographs 
from a dig site are spread out on the table in 
front of him. He has a Latin manuscript un- 
rolled, and appears to be making notes for 
translation. Clearly visible on his notepad are 
the words “SEDEFKAR” and “SIMULARE”. 
Below this, underlined, is “DZHUDZHETA 
IDOL?” 

The words on his notepad should be enough 
to pique the investigator’s interest. Perhaps they 
introduce themselves. If not, it certainly gets 
Nikolai’s attention, and he lurks near the table 
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Bulg: 


ATHWART THE EASTERN half of the Balkan Pen- 
insula, Bulgaria has for millennia been important for 
the countless trade routes that criss-cross the country. 
Within its relatively small area, it exhibits a striking 
range of geographical features, from swampy plains 
in the north to the rugged river gorges and moun- 
tains which dominate much of the heart of the coun- 
try. Musala Peak, the country’s highest mountain, rises 
some 9,596 feet. Pine-covered slopes contain count- 
less rivers and glacial lakes, as well as mineral springs 
—more than half of these springs are quite hot, some 
boiling, as they bubble out of the rock. The Slavic 
tribes which settled in the eastern parts of Bulgaria in 
the 6th century A.D. assimilated the resident Thracian 
tribes, thus forming the present ethnicity of the nation. 
Throughout its history, Bulgaria has had a strong sense 


Sol 


Humans have lived on the site of Sofia since at least 4,000 
B.C. Their Paleolithic traces are often found in the caves 
which dot the area’s river gorges, particularly those on 
the banks of the Iskur River, which flows through the 
outskirts of Sofia. The Sardi, a Thracian tribe, estab- 
lished a settlement near its hot mineral springs as early 
as the 8th century B.C. That town fell to the Roman 
Empire in 29 B.C. Sofia reached its Classical-era height 
under the emperor Constantine the Great, and in 343 
A.D. was the site of an important meeting of Christian 


SM MM MM 
until he is challenged by the Maitre d'Hotel, as 
described below. 

The connection with Dr. Jordanov varies 
according to whether or not the keeper has pre- 
sented the optional sce- 


nario “Bread or Stone”. 


THEINVESTIGATORS 
WEREIN VINKOVCI 

If "Bread or Stone" was 
played, the investigators 
recognize the photo- 
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of national unity, especially during the long centuries 
of Ottoman domination, flowering strongly during the 
country's struggles for independence in the 19th cen- 
tury. The most widely-spoken language is Bulgarian, 
although other Slavic languages, Greek, and Turkish 
are spoken by scattered minorities. The unit of cur- 
rency is the Leva, 25 of which equal one British pound 
sterling. After the Great War, Aleksandar Stamboliyski, 
leader of the Peasant Party, became Prime Minister in 
1919. Keepers changing the date of this campaign to af- 
ter 1923 should recall that the military staged a coup in 
June, 1923, murdering the prime minister in the pro- 
cess. Some months later, after a Communist-Party-led 
attempt to gain control of the nation failed, Bulgaria 
became the first country in the world to make commu- 
nism illegal. 


bishops. The city fell to the Turkish Ottoman Empire in 
1382, and was liberated by the Russians in 1878. After 
being declared the national capital in 1879, Sofia and its 
citizens played a powerful part in the political struggles 
of the late 19th and early 20th centuries. Its fortunes 
have languished since the end of the Great War. Bul- 
garia was allied with the Central Powers—but the city 
continues to grow in both area and population. 
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graphs on the table as being from the Crusad- 
er's Tomb. Jordanov was contacted by Jazmina 
and asked to collect the contents of Lot 187, 
as per her father’s instructions. He traveled 
to Vinkovci, and he is now returning to Sofia 
(this occurred while the investigators were in 
the backwoods of Serbia meeting Baba Yaga). 
Jordanov knows about them from Jazmina 
and is pleased to meet them, as he has dis- 
covered many interesting things in the papers 
from the vaults. 


CONSTANTINOPLE & CONSEQUENCES 


An alley in Sofia 


If instead the investigators watch him from 
afar, the Maitre d'Hotel addresses him by name. 
Know rolls recall the name of Jordanov from 
Dr. Moric's notebook. 


THEINVESTIGATORS WERE NOT IN 
VINKOVCI 


If the Vinkovci scenario was not used, the con- 
tinuity is different. In this version, the events of 
"Bread or Stone" have not yet happened. 
Instead, Dr. Jordanov is returning to Sofia 
after visiting his friend Dr. Moric at a dig site 
in Vinkovci, where a medieval vault was discov- 
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ered underneath the foundations of a school. 
The vault contained many artifacts and man- 
uscripts from a secretive 13th century order 
known as the Order of the Noble Shield. Dr. 
Moric has asked Dr. Jordanov to translate sev- 
eral Latin manuscripts. 


A CONVERSATION 
With Dr. Rapko JorpANOV 


Dr. Jordanov is in the grip of an academic dis- 
covery. He is excited. During the conversation 
he is easily overheard, before cautious investi- 
gators can advise him to lower his voice. 

He relates the following information: 


> Among the medieval documents 
from Vinkovci he found references 
to a strange statue recovered from 
a heretic named Sedefkar. 


> The description is remarkably like 
something a former student named Ivo 
Penev discovered many years ago. 


> Penev claimed to have purchased the 
head of a strange statue from a farmer. 


> He called it the Dzhudzheta Idol, after a 
mythological race of dwarves common 
to many Slavic creation stories. 


> Penev submitted a paper on his discovery 
to the National Archaeological Museum 
called The Dzhudzheta Idol—Evidence 
of a Civilization Older than Mankind. 


> The monograph claimed the statue was 
evidence of a pre-human civilization. 
It was rambling, poorly researched, 
and filled with wild speculations. 


> The academic community rejected 
Penev's paper, accusing him either 
of being the victim of a hoax or 
of trying to perpetrate one. 

> Penev’s reputation was ruined and he left 
Bulgaria in disgrace shortly thereafter, 
emigrating to Canada. He never discusses 
his former theory on the idol. 
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> Dr. Jordanov has a copy of 
Penev's monograph somewhere 
in his home in Sofia. 


> Hes unsure where the Dzhudzheta Idol is 
now, but assumes it was given to another 
academic to verify Penev's findings. 


> Dr. Jordanov is confident he can locate 
the idol using the monograph and his 
academic contacts once they reach Sofia. 


Dr. Jordanov is curious, and intends to follow 
this up. He is happy to involve the investigators 
if they show interest. 


THE FAKE SERVEUR 


The dining car proves a challenge to Nikolai; 
this is where people gather, but he is wearing 
the livery of a conducteur. He quickly ambush- 
es and murders a serveur (waiter), steals his 
uniform, and stashes the body in the adjacent 
fourgon. Nikolai mutilates the corpse, hacking 
off its right hand for a trophy. 

Nikolai, now dressed as a serveur, enters 
the dining car and lingers near the investiga- 
tors and Dr. Jordanov, listening-in on their 
discussion. However, he is drafted into serving 
drinks to maintain his cover. Instead of tak- 
ing drink orders on his pad Nikolai jots down 
notes on the investigators conversation. The 
cultist is a rather poor waiter and this proves 
to be his undoing. 

The investigators may notice the strange 
serveur who is taking notes and ignoring oth- 
er diners. These checks are at Hard difficulty 
unless the players specify that they are being 
vigilant. Spot Hidden notices he is watching 
them, and Listen hears complaints from near- 
by tables. 


THEINITIATE REVEALED 


Once the cultist overhears Dr. Jordanov men- 
tion a possible location of the Sedefkar Simu- 
lacrum's head, he attempts to leave the dining 
car. The patrons Nikolai was serving suddenly 
begin loudly complaining about him botching 
their drink order. The Maitre d'Hotel moves 
forward to address this but Nikolai pushes 
past him, slashing him with a switchblade. 
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The attack opens a deep gash across the Maitre 
d'Hotel's palms as Nikolai rushes towards the 
nearest fourgon. The wounded man screams as 
he's knocked down, splattering blood over sev- 
eral patrons. The dining car erupts as patrons 
and staff rush about in a panic, which slows any 
pursuit the investigators might attempt of the 
initiate. 

CHASING NIKOLAI 


The investigators can chase Nikolai through 
the train. If they produce guns and try to shoot 
him, they risk hitting passengers, and will have 
to face serious questions about firearms on the 
train when the moment has passed. 

If they chase him down, they encounter the 
following obstacles: 


> Pandemonium in the dining car, 
requiring a DEX roll to dodge through. 


> Nikolai slams the door behind him, 
requiring a STR roll to barge through. 


> Nikolai is fast, requiring a CON 
roll to keep pace with him. 


Nikolai is running for the nearest fourgon. He 
has a head start, and will reach it before the 
investigators. The outcome of the chase deter- 
mines how much time they have to act when 
they get there. 

For more on chases, refer to Chapter 8 of 
Call of Cthulhu 7th Edition. 


ESCAPE FROM THE FOURGON 


Nikolai runs to the other end of the fourgon. He 
picks up a satchel and a blood-stained hatchet, 
and throws open the door to the next car. 


> If he has a lead of three locations, the 
investigators can take no actions to 
stop him. He throws the hatchet at the 
lead investigator (Dodge roll) and then 
he jumps through the open door. 

> If he has a lead of two locations, each 
investigator can take a single action to 
stop him if they beat him in initiative. 

> If he has a lead of one location or less, 
they automatically win initiative, and 
each investigator can take an action. 
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In the cramped cars with their dim lights 
at night, it is not easy to distinguish 
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Nikolai is trying to leap off the train. If the in- 
vestigators successfully attack or even kill him 
in their single action round, his corpse tumbles 
off the train. If they grapple him, he throws the 
satchel out the door. 

Dead or alive, Nikolai completes his mission. 


Nikolai Survives: If he survives he informs 
the Brothers of the Skin that the Head of 
the Sedefkar Simulacrum was discovered 
and labeled an archeological hoax called the 
Dzhudzheta Idol. 


Nikolai Dies: The Brothers quickly locate his 
body on the snowy mountain slopes. In his 
satchel they find his order pad containing notes 
about the Dzhudzheta Idol, and a severed right 
hand. 


THE SLAIN SERVEUR 


Inside either the guard's chamber or the shower 
(depending on the direction the investigators 
entered the fourgon) is a corpse. Blood cov- 
ers the man's underclothing. His throat is cut 
and he's been stabbed in the chest and stomach. 
The man's right hand is missing, hacked off just 
above his wrist. Investigators viewing the grisly 
scene must make 
a Sanity check for 
1/1D3 points. He is 
soon identified as a 
Simplon-Orient Ex- 
press serveur. 


THE AFTERMATH 


After the attack the 
passengers are reas- 
sured that the as- 
sailant is no longer 
onboard. The staff 
calms everyone as 
much as possible 
and explains that 
Bulgarian police 
will question every- 
one who witnessed 
the attack. 
Investigators 

who chased the as- 


illusion from reality 
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Events in Sofia in 1923 


In Sofia on 5 February anarchists throw a bomb 
at a theater box where the country's Prime Minister, 
Aleksandar Stamboliyski, is seated with other govern- 
ment officials. There are no casualties but the police 
begin a massive hunt across the city to break up an- 
archist meetings and locate weapon stockpiles. In an 
unrelated accident, the National Theater burns down 
on 10 February during anniversary celebrations. The 
hunt for the anarchists culminates in a running gun 
battle at a Sofia cafe on 27 February. Two are killed, 
and the remaining anarchists retreat to a house from 
which they hurl explosives until captured. Bulgarian 
politics is at boiling point. When the prime minister 
insists on the resignation of Minister of Education 
Mr. Omartscherski on March 16, the, the latter draws 
a revolver and threatens to shoot him. 

These events create a background of unrest and 
lawlessness as the investigators search for the Head. 


WAWAAWAMWAW MAMMA MM MAS 


sassin or helped the stricken Maitre d'Hotel are 
thanked sincerely, and asked to give details to 
the police in Sofia. 

A rumor circulates among the passengers 
that a cleaner went missing at Priot, two stops 
ago. 

Dr. Jordanov is shaken by the experience. He 
tells the investigators that there has been much 
unrest and violence in Sofia of late, but did not 
think it would extend to the Orient Express. 


Sotia 


The Orient Express arrives at Sofia Station at 
7:00 P.M. 

Shaken passengers disembark onto the 
dark, snowy platform. Those who witnessed the 
attack on the Maitre d'Hotel are questioned by 
police. The investigators are detained and ques- 
tioned by a police inspector in a small office at 
the railway station for over an hour. 
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The uniformed  Bulgar- 
ian inspector introduces 
himself as Major Vasil 
Christova. He is a serious- 
looking man with a scar 
running from his forehead 
to jaw. The major is about 
forty years old with short 
pepper-salt hair and a thick 
mustache. 

He asks investigators to 
tell him what they witnessed 
on the train. If investigators 
chased the suspect, engaged 
him in combat, or locat- 
ed the murdered waiter he 
compliments them on their 
bravery. Investigators mak- 
ing a successful Psychology 
roll realize Major Christo- 
va isn’t surprised by or sus- 
picious of their story. The 
man has seen such murders 
and mutilations many times 
before in crimes connected 
to the “Butchers.” 

If the investigators ques- 
tion Major Christova he re- 
plies evasively. His task force 
and their mission is a close- 
ly guarded secret within the Bulgarian police. 
If the investigators imply they know about the 
cult and make a successful Persuade or Fast 
Talk roll, Major Christova sizes them up as al- 
lies, and admits the following: “Bulgaria, espe- 
cially the city of Sofia, has become an especially 
dangerous place in the last ten to twelve years, 
with a major upswing in violent crime. I’ve seen 
similar crimes before; murders combined with 
mutilations and body parts taken as trophies. 
These crimes are usually connected with disap- 
pearances or kidnappings. We suspect this to be 
the work of a group of particularly brutal white 
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slavers. We call them the Butchers. I'm in com- 
mand of a team investigating them." 

When the meeting is over Major Christo- 
va thanks the investigators for the cooperation 
and tells them to be careful. He gets into a car 
with two other men, both armed and who've 
been keeping an eye out for trouble. Major 
Christova doesn't talk to the other police at the 
station, who point, whisper and snicker at him 
and his men as they depart. 


EXHAUSTED 


By the time the investigators and Dr. Jordanov 
are done being questioned it is nearly 9:00 P.M. 
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In the winter, in a time of troubles, even the res- 
taurants close early—the streets are barren of 
people, and the doors and windows shuttered 
and dark. 

Dr. Jordanov is absolutely exhausted, eager 
to go home and get some sleep. He has a car at 
the station and offers the investigators a ride. 
He tells them to drop him off at his home and 
then retain the vehicle. “This way”, he explains, 
“You can drive to my home first thing in the 
morning. I'll make some coffee and find that 
monograph on the Dzhudzheta Idol." He insists 
on this, and refuses to start the search tonight, 
saying, “I’m not a young man, I don't think my 
heart can take any more tonight." 

If the investigators go for a stroll in the bitter 
wind, they spend their time among the cobbled 
streets dark with the overhanging stories of black- 
beamed houses. At one moment, they admire the 
domes and minarets of the Islamic mosques, the 
next moment they leap an open drain and side- 
step a steaming heap of goat dung. 

Locals are abrupt in their manner. The win- 
ter and current politics seems to make everyone 
angry and tense. In fact, this is the baleful influ- 
ence of the Head affecting the whole town. 


A ResrLESS NIGHT IN SOFIA 


By the time investigators have dropped off Dr. 
Jordanov and found a room for the night it is 
after 10:00 P.M. The investigators are directed 
to two places to stay, the Hotel de la Bulgarie 
and the Fireside Inn. The Hotel de la Bulgarie 
is the finest hotel in the capital. The Fireside 
Inn is run by friends of Dr. Jordanov, who rent 
out the top floor of their home to travelers. 
Both establishments provide warm rooms and 
soft beds. Unfortunately, investigators won't 
get a full night's rest. 

As the investigators sleep, an attack is 
launched against them. The attackers are a 
group of severed, animated human hands, 
fiendish creations of The Brothers of the Skin. 
They creep into the investigators' rooms using 
either the heating vents if they are staying at 
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the Hotel de la Bulgarie, or down the chimney 
if they re staying at the Fireside Inn. 

The Living Hands come at their sleeping 
victims in a single wave. They creep across the 
room and into the investigators’ beds to de- 
liver a surprise attack on the helpless targets. 
Roll Stealth for the hands. If any fail, have in- 
vestigators make Listen checks. If successful 
the investigator hears the Living Hand just be- 
fore it attacks. If unsuccessful, the hand hits 
automatically. 

The hands are warm, smell slightly of 
burned flesh (from their time in the heating 
vents or chimney), and appear corpse-like. In- 
vestigators seeing a Living Hand must make a 
Sanity check for 1/1D4 Sanity points. 

The main objective of their attack is to 
pluck out and escape with a random investi- 
gator's eye. If multiple investigators are suc- 
cessfully attacked the one with the lowest Luck 
score has their eye plucked out, while the rest 
are clawed, gouged, or strangled. Unless an eye 
is obtained the Living Hands continue to at- 
tack until destroyed. The Living Hands scam- 
per about the room on their fingers, spring 
through the air to claw at opponent's faces, or 
latch onto their throats. 

Once an eye is claimed that hand withdraws 
from combat. It quickly rolls the eye onto the 
stump of its wrist, where the skin surrounds it 
like a horrific new eyelid. The hand with the 
eye then rushes away, scampering up the chim- 
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The Butchers 


The Butchers are suspected of involvement in kid- 
naps and murders, which authorities mistakenly at- 
tribute to an underground slave trade. The group's 
hallmarks are brutal mutilation and dismember- 
ment of their victims, which scares off witnesses. 
The authorities have kept their investigation of these 
“White Slavers" quiet to avoid a panic. Major Vasil 
Christova heads a special task force assigned to find- 
ing and destroy the Butchers. 

The Butchers are in fact the Bulgarian chapter of 
the Brothers of the Skin. They are aware of Major 
Christova's task force and periodically kill members 
of his team for sport. They don't consider his group a 
threat as he has yet to impede the cult's activities. The 
cult is not involved in the slave trade; the people they 
kidnap are sacrificed to The Skinless One. Thanks to 
the actions of Nikolai the Initiate, they are aware of 
the investigators. 

The Major and his group are on their own in this 
fight. Most regular police think the major's assign- 
ment is a joke, chasing boogie-men while there's real 
work to be done, like tracking down anarchists and 
assassins. The major doesn't trust anyone outside of 
his group, as many police are informants. The Ma- 
jor's team is secretive, paranoid and as of yet ineffec- 
tive in their battle against the Butchers. 


ney, down the heating vent, or leaps through a 
window. The dead hands have no fear of fire, 
broken glass, or falling. While the triumphant 
hand flees the others attack, harass, and delay 
the investigators to ensure their companion's 
successful escape. Once that hand has escaped 
their mission is complete, and the remaining 
hands attempt to retreat. Nearby cultists wait 
to retrieve the hand and the eye. Once they 
have their prize they speed off into the night. 


A FRUITLESS SEARCH 


The investigators may search for their assail- 
ants, as will the police if they are alerted. This 
is fruitless, as the hands can scuttle to places 
where no human can follow. No trace of them 
is found, but if the hands escaped with an eye, 
then the next morning, some streets away, a 
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human eye is found in an alley and dutifully 
reported by a horrified local. Strangely, the eye 
is not the investigator's. It is a different color. 
(This is in fact the cultist's original eye, plucked 
out to be replaced with the stolen one.) 


THe Mornnc MonoGrAPH Hunt 


Dr. Jordanov expects the investigators to arrive 
early the next morning. He is shocked and un- 
nerved if they arrive injured, with strangulation 
bruises, burns, or missing an eye. 

His home is large and spacious, although 
he resides here alone. While the dining room 
and sitting room are clean and orderly, every 
other room in the house is filled with clutter. 
Bookcases and shelves are overstuffed, stacks of 
books are piled high, boxes, maps, loose papers, 
and random archeological artifacts are every- 
where. Dr. Jordanov apologizes for the disorder 
as he offers the investigators hot Turkish style 
coffee and cold Banitsa, a flaky bread filled with 
onion and cheese. 

After breakfast Dr. Jordanov begins search- 
ing for the monograph. “I’m sure it’s in my of- 
fice or my den... possibly my library”, he com- 
ments. “It’s here somewhere.” Investigators can 
assist Dr. Jordanov in his search; otherwise it 
takes him five hours to locate it. He writes out 
the monograph’s Bulgarian title, so they'll know 
when they've found the correct one. 

The monograph is located in the library; 
investigators can locate it by making a success- 
ful Spot Hidden check to find several boxes of 
monographs, followed by a successful Library 
Use to locate the correct one. 


THE MONOGRAPH 


Dr. Jordanov has three copies of the mono- 
graph, two in Bulgarian and another in Russian: 
Investigators fluent in either of these languages 
can read or skim the monograph, looking for 
clues as to where the idol ended up. Otherwise 
Dr. Jordanov carefully reads the monograph to 
the investigator, which takes 3 hours. 
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Blind But pow | See 


If an investigator has their eye plucked out they auto- 
matically lose 1D4 Sanity. In addition, Spot Hidden 
and Track skills suffer a permanent and immediate loss 
of 25 percentiles, and may never increase above a maxi- 
mum of 75%. Because of poor depth perception (only 
one eye), 10 points of DEX are lost along with whatever 
amount of APP the player and keeper can agree to. 

The attack over, the investigators can do little more 
than to treat their mutilated friend. Laudanum or opium 
would be useful, as their wounded companion shivers in 
brain-numbing pain. Sleep would be a blessing. 

However, starting 24 hours after the eye’s loss the in- 
vestigator’s health begins to deteriorate. He or she suf- 
fers sudden blinding headaches, dizziness, nausea and a 
persistent itching burn in the socket of their missing eye. 
The victim loses 1 hit point every two hours until they 
reach zero or 24 additional hours have passed, at which 
time the victim dies horribly. They scream in agony as 
one quarter of their head explodes. Those viewing this 
lose 1/1D6 Sanity points. Luckily there is an excellent 
chance the deterioration never reaches that point, thanks 
ironically to Fenalik. 


THE ACCURSED EYE SPELL 


The investigator’s missing eye is now in the hands of 
The Brothers of the Skin, who immediately put it to use. 
A cult sorcerer uses the stolen organ to cast the Accursed 
Eye spell, allowing them to see whatever the investiga- 
tor does. However the spell begins to lose potency af- 
ter 24 hours and the stolen eye begins to rot away. This 
is when the victim’s symptoms begin and their health 
takes a downward turn. The only way to end the spell is 
by killing the sorcerer possessing the stolen eye before 
the organ completely rots away and the victim dies. 


THE VISIONS 


The mutilated investigator soon confronts a new terror. 
Little more than an hour after the incident, he begins 
to see flickers of things that are not there, phantom vi- 


sions, seen through the empty socket! These blurry, in- 
distinct visions are horrifying in their episodic power 
and their intimations of madness, yet cost no Sanity. 


INITIAL VISIONS 


Hour 1—First come glimpses of running through back 
alleys. 


Hour 2—In the distance, a black car is seen waiting, 
and into it the observer climbs. Another man cranks the 
motor, and the vehicle drives off through a city. 


Hour 3—The car speeds along, now in the open country. 


Hour 7—Now a rutted mountain road is negotiated, 
sometimes at high speeds. A mountain range with a 
distinctive outline is seen. Gradually, images form of 
lower ground and of more prosperous villages. 

After the eighth hour since the eye’s theft, the nature of 
the visions changes. They become more intense and fre- 
quent, having a new intimacy, almost like being there in 
person. By now, the flickers have become flashes of sever- 
al seconds, scenes superimposed with stark clarity across 
the present in which the investigator stands. Experienc- 
ing them now costs the victim 0/1 Sanity point per vision. 


LATER VISIONS 


Hour 8—The viewer walks through a vast and dim cav- 
ern, cathedral-like, grown of living stone. 


Hour 9—The walls of the gigantic cavern are of mot- 
tled limestone, fretted and water-washed by endless 
running rivulets and half-hidden by rolling clouds of 
steam. On an enormous overhang, Latin numerals are 
carved over ancient images, cave-paintings of mam- 
moths and deer and men with antlered heads. 


Hour 10—Without blinking or wavering in focus, the 
vision holds of a fang-toothed mouth of dripping stone, 
with black-robed figures marching through it. 


Final Vision—A last vision follows some hours later. It 
is described in the section “Locating the Temple.” 


NA UN A A AN A A A AN A A AN A A AN A A AN A A AN A A A A A AN A A 


This sixty-three page paper, complete with 


The Dzhudzheta Idol—Evidence of a detailed sketches, presents a study and theo- 


Civilization Older Than Mankind. ry of the origin of an idol found in Bulgaria 


in 1908. The idol is in the shape of a smooth 
In Bulgarian and Russian, and featureless head. Penev proposes that the 


by Ivo Penev, 1908. 
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idol is older than mankind and constructed by 
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The train zips through the frosty night 
at speeds up to 75 miles per hour. 


a mysterious race of mythical dwarves known 
in this region as the Dzhudzheta. The last ten 
pages are filled with wild conjecture and thinly 
veiled insults directed toward the established 
archeological community. Investigators mak- 
ing a successful Psychology roll suspect the 
author of being mentally imbalanced. 

Sanity loss: 1D3 

Cthulhu Mythos: +1 percentile 

Mythos Rating: 27 

Study: 3 hours 


ww v v v v 


Spells: None 


A DARK DISCOVERY 


The monograph states the Dzhudzheta Idol was 
sent to Dr. Todor Mateev at Sofiiski Universitet 
for further study. Dr. Jordanov visibly pales at 
reading this, telling the investigators, “I knew 
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Dr. Mateev; he was a good man, a kind man. 
Then one day... he murdered his wife and their 
two little boys, just butchered them. When the 
police found him they said Todor was wearing 
their skins and screaming at their bodies. He 
rushed at the police, stabbed one too I think, 
before they shot him down like a mad dog.” 

He continues, visibly shaken, “Then a cou- 
ple of years later Dr. Mateev’s research assis- 
tant, Rayna Isaev, took her own life. I heard that 
she stabbed herself in the eye with an ice pick. 
She had suffered from crippling headaches for 
years. The pain must have driven her mad.” 

Dr. Jordanov is shaken, and does not feel 
he can take any further part in the investiga- 
tion. The string of coincidences is too much for 
him, and the collision of ancient past and vio- 
lent present makes him feel that the walls are 
closing in around him. He needs to sit down. 

If an investigator can roll Psychoanalysis or 
Hard Persuade, he reluctantly telephones the 
university to make an introduction for them. 
He reports that they should ask for Professor- 
Academician Chedenko. Jordanov takes no fur- 
ther part, and burns the monographs once the 
investigators are gone. 


Soriski Universitet (Sora University) 


Queries at the university are delayed if none of 
the investigators speaks Bulgarian or Russian. 
English-speakers exist—the British and Ameri- 
can consuls are two—but no one is willing to be 
at the investigators' beck and call. English, just 
now, is not a language favored in Bulgaria. 

University functionaries, their positions se- 
renely independent of gesticulating foreigners, 
feel no urgency. Finally, the Assistant Doctor- 
Professor of English arrives; he deigns to an- 
swer a few questions and to give a few direc- 
tions. He warms up and stops stroking his thick 
gray beard if the investigators offer a handsome 
fee for a few hours of his time; it is he who can 
guide them to the office of Professor-Academi- 
cian A. Chedenko, who currently occupies, Dr. 
Mateev's old office. 
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PROFESSOR-ACADEMICIAN A. 
CHEDENKO 


This wizened and gnome-like man is of in- 
determinate age, though certainly old. Wise 
dark eyes owlishly blink from behind his nar- 
row gold-rimmed spectacles, set off by a white 
mane of hair and beard. The professor does 
not speak English, but the Professor of English 
may translate for him. Professor Chedenko also 
speaks Latin, German and French. 

Dr. Chedenko explains that the Dzhudzhe- 
ta Idol is in his care, as he found it among Dr. 
Mateev's things when he inherited the office. As 
yet, no one's been able to date the artifact, the 
culture which created it, or the method of its 
construction. No one can even identify the ma- 
terial the idol is carved from. He considers it 
a well-conceived hoax using some new materi- 
al—such as an unusual plastic—and confesses 
to personally examining it several times. 

As the investigators speak to Chedenko they 
notice him rubbing his temples and squinting 
quite often. If they question him regarding this, 
professor Chedenko complains of persistent 
headaches. If investigators receive a successful 
skill roll for History, Archaeology, or Anthro- 
pology the professor is happy to show them the 
head. A successful Fast Talk may gain the same 
result. 


THE STORAGE ROOM 


The workroom containing the Head is a short 
walk away, up a winding stone staircase and 
along a wide corridor lined with menacing suits 
of armor. Two huge wooden doors stand closed 


at the far end of the hallway; the workroom 
lies beyond. As investigators approach anyone 
making a successful Listen check hears sounds 
of commotion coming from inside. 

Within is pure chaos. Scattered across the 
floor, amid glittering fragments of glass, lie the 
dead or unconscious bodies of three men. One 
man has no head; his body still spurts blood 
across the room like a twitching fleshy foun- 
tain. The others have been severely bludgeoned, 
one to death and the other to unconsciousness. 
Keepers should call for Sanity rolls—the loss 
is 0/1D6. Professor-Academician Chedenko 
screams, holds his head and appears to faint. 

A window is open, curtains flapping madly 
in the chill gale as a group of men climb out of 
it. They are dressed in dark clothing, their fea- 
tures concealed behind leather cowls and masks 
made from tanned human skin. Investigators 
catch a glimpse of a man holding some sort of 
statue as he escapes out the window and down 
a rope to the parking lot below. Two of the men 
turn, weapons drawn, and attack. 


BATTLE AT Sora UNVERSITY 


The two men, cultists of The Brothers of the 
Skin, fight a rearguard action to allow their 
comrades to escape with the Head.One is armed 
with a sawed-off shotgun, the other a Mauser 
“Broomhandle” pistol and grenade. On the first 
round, the cultist with the shotgun fires once at 
the largest investigator. His companion lobs his 
grenade into the group of investigators. On the 
following round, the men flip a table on its side 
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and dive behind it as the grenade explodes for 
3D6 damage. Investigators can Dodge. Success- 
ful Dodges lessen the damage by 1D6, a Hard 
Dodge result lessens the damage by 2D6, and 
an Extreme Dodge result avoids grenade dam- 
age altogether. The cultists continue shooting 
until either they or the investigators are killed. 

Once past the rearguard, the investigators 
can rush to the window. Outside, a black auto- 
mobile speeds away, recognized from the vision 
by the investigator who lost an eye. This car 
contains the Head of the Sedefkar Simulacrum. 

Two other men run across the parking lot 
towards a parked truck. The truck has a domed 
tarp covering its rear cab. The men carry pis- 
tols, wear the same leather masks and cowls. 
One of them carries a bag about the size of a 
head. The bag contains the freshly-severed hu- 
man head of the university janitor, killed in 
the storeroom. The investigators may believe it 
holds the Dzhudzheta Idol. If fired upon, the 
men turn and fire back as they continue mov- 
ing towards the truck. 

If the running cultists are fired on the hang- 
ing canvas door at the rear of the truck is yanked 
away. Two more men in cowls crew a Max- 
im machine gun mounted onto the bed of the 
truck. The following round they begin spraying 
machine gun fire towards the investigators as 
their companions rush towards the truck. 

As soon as the fleeing cultists reach the 
truck (or as soon as it is clear they will not make 
it), it accelerates away. As it does so a car races 
out of nowhere and screeches to a halt direct- 
ly in its path. A man leaps out, takes cover be- 
hind the car, and begins firing a handgun into 
the truck's windshield. The truck doesn't slow, 
ploughs into the car and knocks it clear off the 
road. The man is violently tossed away and van- 
ishes from sight behind his wrecked car. The 
truck's rear-mounted Maxim fires to disable all 
the cars in the parking lot as it escapes, includ- 
ing the investigators' if they arrived in a car. 


THE BATTLE'S AFTERMATH 


Of the three men in the storage room, all uni- 
versity personnel, only one is still alive. The un- 
conscious man was beaten senseless by a blunt 
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instrument, with such force that a fragment of 
bone has been depressed against his brain. Giv- 
en months, and the right care, he may recover. 
A successful First Aid roll, combined with a 
successful Psychology roll, coaxes a few cryp- 
tic words from him concerning men in robes 
who wear "shoulders not their own". After giv- 
ing this interesting but unhelpful testimony, the 
man lapses into a coma from which he does not 
recover for weeks. 

Professor Chedenko is dead. The shock of 
what he witnessed pushed him over the edge, 
as his occasional examination of the Sedefkar 
Simulacrum had damaged his brain. His head- 
aches were signs of a much more serious prob- 
lem. What appeared to be a simple fainting spell 
was actually a massive, fatal, cranial aneurism. 

The mystery man who attempted to stop 
the cultists truck is Major Vasil Christova, 
who had been trailing the truck as part of his 
investigation. Alerted to trouble by the sound 
of the hand grenade, he sprang into action but 
was unable to stop the fleeing truck. The tough 
Bulgarian police inspector receives a concus- 
sion, several bruises and a gash on his calf when 
the cultists ram his car. Despite his injuries he 
quickly gathers his wits, gets on his feet and be- 
gins doing his job. 

Major Christova quickly realizes the inves- 
tigators are somehow connected to his case, and 
obviously no friends of the Butchers. He moves 
to protect them from arrest and gets them to 
safety. 


THE MAJOR TAKES CHARGE 


The scene is quickly overrun by university staff, 
police, and medical personnel. The police as- 
sume the incident is an anarchist attack. Inves- 
tigators find themselves answering questions 
and it becomes obvious that they're going to be 
arrested until Major Christova intervenes. 

He has a heated exchange in Bulgarian with 
the ranking officer on the scene. The major 
whispers to the investigators in English, “I am 
taking you in as my witnesses. Be silent, they 
have ears in the police”. The major aggressively 
avoids any interaction with medical personnel 


19 


CONSTANTINOPLE & CONSEQUENCES 


or other police and it becomes obvious that he 
| deeply distrusts them all. 
Cr 

R EEREN MEANWHILE 

The Brothers of the Skin obtained the Head 
of the Sedefkar Simulacrum and successful- 
ly made their escape. On a whim they took a 
trophy, the head of a university staff member. 
Even now they bear their prizes back to their 
temple, about whose location a possible one- 
eyed investigator may have some idea. Fenalik, 
too, now pursues the thieves, following them 
through the sewers and caves and dark places 
beneath the city. By the time the investigators 
find the temple, the vampire will have beaten 
them to it. 


LiprAry RESEARCH 


Either before or after the battle at Sofia Uni- 
versity an investigator may visit a library to 
do some research. The University library con- 
tains several hundred thousand books awaiting 
perusal, a collection flawed by the number of 
languages necessary to the holdings. Another 
option is the cluttered, book filled home of Dr. 
Jordanov, which is an impressive private collec- 
tion. In both locations most of the books are 
in one of several Slavic languages or German. 
Translation help can be arranged but may take 
days or weeks to be useful. Should the players 
ask about information not mentioned below, 
keepers are encouraged to be creative. Library 
Use rolls and judicious Language, Occult, and 
History rolls may prove useful. 


TOPICS OF RESEARCH 


> EYES: They're the windows of the 
soul. Certain people have the power 
of the evil eye—catch their gaze, and 
wither and die. No one records what 
happens when they steal yours. 

> HEADS: Some Langobardi believed that 
a person's dreams, and hence his or her 
future, are bequeathed in the head at 
birth, and that therefore all of life is a 
playing-out of the original gift of life. 
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> HUMAN SOULS: Kill an opponent, take 
his head and his soul is in your power. 
The Romans said that the Druids kept 
moundis of skulls in their sacred places. 


> CAVE-PAINTINGS: Worked by a 
kind of sympathetic magic; wound an 
image of the beast and you wound it 
spiritually, making it easier to kill. 

> SOFIA: The boxed information about 
Bulgaria and Sofia given earlier is easily 
learned; the investigators' sources 
especially emphasize the many Paleolithic 
remnants in Sofia-area caves. This 
information allows the investigators to 
guess the location of the Brothers' temple. 


THE Sare House 


A truck soon arrives to pick up the major and 
the investigators. He exchanges whispered pass- 
words in Bulgarian with the driver, and then 
gestures for the investigators to get in. The truck 
drives around Sofia until the major is sure they 
are not being followed, and finally pulls up to 
an abandoned bakery. A specific knock is given, 
passwords are exchanged, and the heavy door is 
finally opened. The major quickly ushers every- 
one inside. 

Once inside several men warmly greet the 
major, one of whom is a doctor who rushes 
forward to treat him. If any investigators are 
wounded the doctor treats them as well. The 
major explains, “Welcome to my headquarters, 
this month anyway. We had an office, but it was 
bombed. You have some dangerous enemies, 
the same as mine I think” 

The major is interested in what the investi- 
gators have to say, but uses his Psychology skill 
to judge their truthfulness. He’s willing to share 
what he knows if the investigators are forth- 
coming. If the investigators balk at this alliance 
or lie, the major has them thrown out, with a 
warning that unless they join forces, they will 
surely die. 

If the investigators are open to an alliance, 
Major Christova outlines what he knows of the 
Butchers, so named because they take parts of 
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Acrid smoke seeps from the hole 


their victims as trophies and leave the muti- 
lated bodies behind to spread fear. They have 
kidnapped dozens of people to sell as slaves, 
shipped out to Arabia or the Orient. The major 
has been chasing them for three years, but they 
have spies everywhere, even in the police force. 
He believes they have a base outside of the city, 
in the mountains, but there is so much ground 
to cover. 


Locatinc THE TEMPLE 


If an investigator lost an eye to the cultists, his 
or her visions provide clues. Investigators can 
deduce that the cultists gather somewhere un- 
derground, high in the mountains not far from 
a prosperous looking village. If the one-eyed in- 
vestigator sketches the outline of the mountain, 
a Bulgarian can identify it as the Sredna Gora, 
to the south east. With the help of Dr. Jordanov, 
Major Christova, or a successful Library Use 
roll consulting area maps, the investigators 
realize the Brothers are likely to be occupying 
one of the many caves dotting the Iskur River’s 
steep gorges. 
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If no investigator lost an eye, the players re- 
ceive no clues from visions. Major Christova al- 
ready suspects the Butcher's headquarters is lo- 
cated in the mountains. The final clue comes 
from a tip, delivered to Major Christova. 


THE FINAL VISION 


The one-eyed investigator has a final flickering 
vision, four hours after the battle at Sofiiski Uni- 
versitet. It is horrifying; blood spews in crimson 
explosions, faces scream and are ripped apart, 
limbs are dragged from their sockets with im- 
possible force. The acts are performed by some- 
thing not quite seen, a black, blurred, rushing 
hell-thing. Finally it rushes directly at the view- 
er, and then vanishes in a white explosion of 
pain from the empty socket. 

Sanity loss to experience this is 1/1D6+1 
Sanity points. Abruptly, the visions cease, never 
to return. The victim immediately feels better 
as the maddening itch within the empty sock- 
et fades. They also regain hit points lost due to 
the spell at the rate of 1 hit point per hour un- 
til fully recovered. They are now safe from their 
messy fate. 


THE TIP 


Six hours after the university attack, a man, 
claiming to be from the nearby village of Chu- 
kurovo, calls the Sofia police. He says he saw 
"a horseless carriage with fresh musket holes 
through its front window". The man says it was 
heading into the mountains north of his village, 
heading into the Sredna Gora (a local moun- 
tain range) near the Iskur River. 

When Major Christova gets this tip one of 
his men comments, “Do you think it's an am- 
bush?" The major chuckles, “Of course it is. But 
we have reinforcements”, looking to the inves- 
tigators. ^The fools don't know about our new 
friends. Everyone, gather what weapons and 
ammunition you can carry. If we leave inside of 
the hour we can be in position just after dawn.” 
He then offers the investigators a spare rifle, a 
shotgun, and a few pistols from his men's weap- 
on locker. 

The man phoning the police with this tip 
was a villager charmed by the gaze of the vam- 
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pire Fenalik. The oddness of his report was due 
to Fenalik’s imperfect understanding of mod- 
ern motor vehicles. The vampire has already 
assaulted the cult's temple and murdered its 
members, but his effort to recover the Head was 
thwarted due to the quick actions of the cult- 
ists. The vampire requires assistance, and the 
police can provide that. Fenalik has departed 
the temple but didn't leave it completely aban- 
doned; he's left a few nasty surprises behind. 


The (ave 


The hidden temple can be found by interpret- 
ing the visions (see “Blind But Now I See”) or 
Fenalik’s invitation (see “The Tip”). 

Chukurovo is 25 miles south east of Sofia. 
The road to the cave is about two miles north 
of the village. It is usually concealed but the 
camouflaging tarp, rocks, and branches have 
been recently removed. Well-worn tire tracks 
traverse this rough road, leading to a clearing 
about a quarter mile further north with a cave 
leading into the mountainside. The opening 
seems to breathe; warm gusts of moist air send 
wisps and curls of steam out into the frigid air. 

Guarding the cave is a barbed wire fence 
and a sandbagged machine-gun position. A 
smashed and useless Maxim machine-gun has 
been hurled twenty feet away from the position. 
There are two trucks and four cars parked here, 
including the ones involved in the university at- 
tack. All the vehicles have ruptured fuel tanks 
and are inoperable. 


MAJOR CHRISTOVAS MEN 


If the investigators are working with Major 
Christova, they arrive at the cult’s temple with 
a group of well armed men. Although injured, 
Major Christova insists on leading his men 
into battle. The five men are quite well armed, 
with short carbines, riot shotguns, and even a 
submachine gun. The major himself takes up a 
Browning automatic rifle. Their faces are grim 
but determined as they set out to complete 
their long campaign against the Butchers. They 
won't be taking any prisoners. 
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Within, the darkness is total. Investiga- 
tors without flashlights or lanterns but 
with matches might fashion torches— 
otherwise they should return later, bet- 
ter equipped. The only sound is the 
steady drip of falling moisture. The 
slimy floor is slick with condensation 
from the hot springs within. Needles 
of stone stab out from roof and floor 
and are sometimes hidden by swirling 
clouds of vapor. Painted bison and deer 
race frozen across the veins of rock (the 
picture gallery is noted on the map). 

A sulphurous, humid heat wells 
out from all around. The ever-wid- 
ening passageway twists down and 
around for hundreds of feet, a path 
only suggested on the map, until at last 
the investigators reach its end, herald- 
ed by the sound of water boiling and 
bubbling ahead, and an increasing 
stench of decay. 

A cathedral-like chamber opens 
out, resplendent with echoes and shad- 
ows, with a rotting pyramid in its cen- 
ter. There are bodies everywhere! 


FENALIK'S HANDIWORK 


The vampire's rage has fallen heavily on the 
Brothers of the Skin. Power great enough and 
quick enough to perform this destruction 
should give the investigators pause. Dozens of 
bodies litter the large cavern. Some in rags of 
black suits, others in shredded red robes, all are 
scattered across the uneven floor in pools of 
blood slowly draining away. Many still clutch 
their hatchets and cleavers, for what good the 
weapons did in their defense. Sanity loss for 
this carnage is 1/1D4+2 Sanity points. 

A First Aid roll is informative. There is far 
less blood present than there should be for so 
many corpses (a trained medical doctor can tell 
this without need of a roll). A successful Natu- 
ral World roll establishes that no known animal 
has claws and teeth capable of inflicting such 
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wounds. Medicine skill shows that many of the 
corpses are already decayed, but a successful 
Spot Hidden reveals that the rot is oddly par- 
tial; the only parts rotted are ones that by rights 
should not be attached to these bodies, parts 
that have been sewn on by sorcerous means— 
this revelation costs 0/1D2 Sanity points. 

A Spot Hidden roll turns up the corpse of 
Nikolai the initiate (if he successfully escaped). 
Another corpse has a single eye that stares up- 
ward, and a gelid glob of putrefaction in the 
other socket. This is the investigator’s missing 
eye. Understanding this costs the eyeless inves- 
tigator 0/1D3 Sanity points. 

Of whatever destroyed the Brothers, there is 
almost no sign. Track rolls about the cavern find 
splashes of blood leading up an ever-narrowing 
crevice towards the surface. While it eventually 
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emerges into the open air it grows too far small 
for any human to follow to conclusion. 


THE PYRAMID OF SKULLS 


The main source of the disgusting stenche bot- 
tled up in the hot and steamy cave is a fifteen- 
foot high heap in its center. Surrounded by a 
circle of unlit torches, thousands of skulls and 
rotting, fleshy heads are stacked in a pyramid, 
growing ever fresher toward the still-flat top. 
How were the heads so-arranged without dis- 
turbance, or ladder, or crane? A successful Oc- 
cult roll suggests magic was involved. Sanity loss 
for viewing the pyramid of heads and realizing 
that at least one of their own heads was destined 
for the ghastly structure is 0/1D3 Sanity points. 

A successful Climb roll, a Constitution roll 
for an incredibly-strong stomach, and a Sani- 
ty loss of 0/1D2 lets an investigator physically 
reach the top. There, out of direct sight in the 
center of the shuddering platform, is a golden 
shrine. On it is a velvet pillow which still holds 
the impression of some heavy object. For a few 
hours this was the resting place of the Head of 
the Sedefkar Simulacrum. 

Other tunnels lead away, most ending in 
bubbling pools of boiling water forced up from 
deep below. The smell of blood and sulphur is 
choking in the hot and sticky air, and all around 
the investigators, pools of shadow press inward. 


THE HIDING PLACE 


A blood trail at the back of the pyramid leads 
to the back wall of the cavern, and can be found 
with a Spot Hidden if the investigators walk 
around it. Allow a bonus die to spot it from the 
top of the pyramid. 

The trail leads to a dead cultist, far from the 
other bodies. He has been torn limb from limb 
in an unusually savage attack. Just behind this 
body is a tiny opening, only about two feet in 
diameter, which descends sharply. 

Investigators cannot see down this hole. 
They can reach down to the bottom to feel sev- 
eral objects almost out of reach. A Dexterity 
roll at Hard difficulty is required to slowly with- 
draw the items within, or at regular difficulty if 
the investigator is SIZ 60 or less. The items are 
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two large garlic cloves resting atop a third larg- 
er item, smooth and warm to the touch. As the 
investigator's outstretched fingers grope blind- 
ly across it, he or she strains forwards, gashing 
their cheek on the jagged rock floor. The Baleful 
Influence has begun. 

The investigator can reach down and bring 
out the Dzhudzheta Idol, head of the Sedefkar 
Simulacrum. Its eyes are blank and mocking. 
Who knows what sights it has seen? 

Fenalik chased after the fleeing cultist, but 
couldn't reach him in time. The cultist dropped 
the Head into the hole and a pair of garlic cloves 
atop it. The garlic prevented Fenalik from re- 
trieving the head and he tore the cultist apart 
for thwarting him. To resolve this Fenalik set an 
ambush, phoned the authorities and withdrew 
to allow things to play out. 


THE CHILDREN RISE 


While destroying The Brothers of the Skin, 
Fenalik turned a few of his victims into proto- 
vampires. These creatures are weak compared 
to him but are still deadly and bloodthirsty ad- 
versaries. They have been lying as corpses, wait- 
ing for the investigators to recover the Head. 

When the investigators and Major Christo- 
va's team (if present) are distracted, the Chil- 
dren silently rise. As the investigators turn to 
leave, they suddenly notice that half of the bod- 
ies of the slain cultists have vanished. Everyone 
must make a 1/1D3 Sanity point check. 

The creatures are preternaturally quick, 
darting away like lithe panthers. The keeper 
should be fair however, allowing Spot Hidden 
rolls to any investigator who is specifically on 
guard. If successful, he or she sees the creatures 
spring up and bound off into the shadows, and 
can raise the alarm. 

The investigators are surrounded. For the 
next two rounds they are terrorized. Spot Hid- 
den checks catch glimpses of movement in the 
shadows, climbing the walls or crawling along 
the ceiling as well as pairs of red glowing eyes. 
Listen checks hear rushing footfalls, giggles, 
growls, and hungery whimpers. 
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Before the investigators can reach the exit 
of the pyramid chamber, the Children of Fena- 
lik attack. 


THE BLOODTHIRSTY DEAD 


They come charging out of the shadows, ghoul- 
ish-looking parodies of humanity, with rows of 
sharp teeth, long claws and grayish pale skin. 
Groups of these creatures single out individu- 
als, tackling and wrestling them to the ground. 
The proto-vampires feed upon their grappled 
and still-living victims, like lions bringing 
down a zebra. 

If the investigators are here alone keepers 
should have one proto-vampire per investiga- 
tor plus 1D3 more. If Major Christova and his 
team are here, increase that to 1D44-6 more pro- 
to-vampires, although these additional crea- 
tures focus their attacks on the Bulgarian au- 
thorities. Keepers should have several if not all 
of Major Christova's men fall to Fenalik's Chil- 
dren, although the major himself manages to 
escape the caverns alive. If the investigators save 
the lives of any of his men, they earn his respect. 

This is a running battle. Garlic keeps the 
Children at bay, but only from the wielder. 
Their primary target is whoever has the Head. 

These creatures quickly regenerate damage 
caused by non-magical means. They are vul- 
nerable to sunlight, garlic, staking, and decapi- 
tation. Refer to their statistics for a full descrip- 
tion of how to fight and kill them (p. 34). 

Fleeing is an option. With enough Dodge 
rolls, the investigators can sprint through the 
ambush and burst out into the sunlight. In- 
censed, the first few Children follow them out, 
and are destroyed. The others retreat to the cave 
mouth and howl in anger. 

Their anger is nothing compared to Major 
Christova's, who has lost good men today. He 
produces dynamite from the truck and passes it 
around. Allow the investigators to take the ini- 
tiative, otherwise the major's plan is to rig the 
cavern mouth and blast it with enough explo- 
sives to bring the roof crashing down. The tem- 
ple becomes a tomb. None escape. 
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Leaving Sotia 


The investigators, and the players, are sure to be 
elated to have recovered the head of the Sedefkar 
Simulacrum and survived their encounter with 
the proto-vampires. After being whirled along 
on a savage roller-coaster ride of shocks, they 
may relax feeling that their quest to recover the 
simulacrum is now complete. Their joy is sure 
to be tempered by the Baleful Influence of the 
Head; the investigator who first grasped the 
head begins suffering periodic migraines. 

If the investigators teamed up with Major 
Christova, he and his men are deeply grateful 
for the assistance. They help them get back to 
Sofia and wish them well on their journey. It is 
not clear what the major makes of the strange 
discoveries in the caverns. He does not dwell on 
it. His mission to destroy the Butchers is over. 

Questions should remain in the investiga- 
tors’ minds though. What strange enemy fell 
upon the cult with such savagery? 


THe SMULACRUM COMPLETE 


The long search to re-assemble the dreaded 
artifact is over. Keepers should encourage the 
players to lay out all the simulacrum pieces on 
the table and gaze upon them. Each investigator 
sees in the gleaming statue some reflection of 
their own person. 

Reassembled for the first time in over a cen- 
tury, the simulacrum grows in power and ma- 
levolence; the Curse of the Simulacrum in- 
creases dramatically. It wants to be owned, to be 
worn, and to have its evil once again unleashed 
upon the world. Investigators suffering physi- 
cal pain from having recovered sections of the 
Simulacrum find that the effects intensify. The 
pain fades when they touch the artifact, and 
somehow they realize they'd be free of all suf- 
fering if they wore it. 


PLANS 


What now? Do they re-board the Orient. Ex- 
press? If so, which direction do they travel? Do 
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the investigators journey on to Constantinople 
or back towards Western Europe? 

Allow the players time to plan and discuss. 
They may be resolute in their determination 
to follow Professor Smith's wishes, and leave at 
once for Constantinople with the simulacrum; 
or they may harbor suspicions about the burned 
man in the bed and make other arrangements 
for different destinations. They may choose to 
rest up in Sofia while they decide. Give them 
time. This is a key moment in the campaign, 
and their last moment of peace. 

The simulacrum complete, Fenalik comes 
for it that night. 


Fenalik Strikes 


The Orient Express departs at half-past seven 
in the evening. The investigators are carried 
on into the night by the clattering wheels of 
the Orient Express. They will not have long to 
celebrate their victory. Fenalik is furious that 
his children failed to bring him the head of the 
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The scenario assumes primar- 
ily that the investigators im- 
mediately take the Orient Ex- 
press, and that Fenalik attacks 
them there. This is the likeliest 
outcome, and is covered in 
the following section “Fenalik 
Strikes.” 

If they stay the night in So- 
fia, he attacks them in their 
hotel. If they take another train, he boards as well. 
If they take a truck and drive for safety, he attacks 
them on the road. Keepers should consult the Al- 
ternate Ambushes section on p. 36. 
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Simulacrum and that the investigator now pos- 
sess his prize. Shortly after the train leaves be- 
hind the cold, sullen streets of Sofia and plung- 
es into the mountains once more, the vampire 
makes his move. For Fenalik as well, his long 
quest is coming to an end. 


Last Nant On THE Orient Express 


When the investigators climb aboard, lay out 
the remaining train, which should include 
the engine, tender, two fourgons, two or three 
passenger coaches, the dining and salon cars. 
Players may be suspicious. Divert them with a 
lie; this is the last train trip of the campaign, 
wouldn't it be fun to lay out all the train pieces 
and see how long it is? 

Mentally fix where Fenalik’s coffin is, and 
have the players choose the compartments in 
which their investigators travel. If compart- 
ments are shared, identify which investigators 
are together. 

Perform all of the usual end-of-chapter rit- 
uals and housekeeping when the investigators 
board. Describe the sumptuous service, and let 
them choose from the menu. Award 1D4 San- 
ity points for the recovery of the Head, with an 
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additional 1D4 Sanity points for completing the 
simulacrum. Grant them the customary Sanity 
point for riding the Express. If experience checks 
are made between each scenario, allow players to 
roll them now. Imply that the Sofia chapter is 
over, and they can retire in anticipation of their 
12:30 P.M. arrival in Constantinople. 
But first, they must survive until morning. 


Mass Murper On THE Orient EXPRESS 


Fenalik’s plan has been realized; the investiga- 
tors have now recovered or helped him to all of 
the pieces of the missing simulacrum. Now they 
are no longer of use. One by one, he attempts to 
dispatch the investigators, swiftly, silently, and 
savagely. If necessary, he attacks them together, 
taking all necessary steps to kill them and take 
the statue. 

Fenalik is a supremely intelligent and cun- 
ning opponent, with long years of wisdom with 
which to baffle and destroy his enemies. How- 
ever, his desperation to regain the simulacrum 
makes him careless and over-confident. The in- 
vestigators must perceive his nature and desires 
if they are to survive. 

Suggestions as to how and where Fenalik 
attacks occur in the sub-section “Attack of the 
Vampire.” Mechanics and notes for combat are 
discussed in “Playing Fenalik.” Possible investi- 
gator tactics are considered in “Vampire at Bay.” 

Keepers are encouraged to make up their 
own ploys, as well as incorporating and impro- 
vising upon investigator actions. Rather than a 
single drawn-out fight, this should be presented 
as a series of desperate running battles, Fenalik 
attacking suddenly from the shadows before re- 
treating again into the protective darkness. The 
investigators should never know when he will 
attack, only that sooner or later he will. 

The impending challenge of Fenalik is by 
far the most dangerous single threat to the in- 
vestigators in this campaign. Keepers are chal- 
lenged to create a convincing narrative that 
keeps the investigators captains of their fate, 
remains honest to the actual role-playing situ- 
ation, while keeping the campaign itself alive. 
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Who wants to see everyone die now, so far 
along the tracks? Be alert to procedures and ra- 
tionales that might allow badly wounded inves- 
tigators to cling to life. 

This crisis is not just the climax to the Sofia 
scenario; investigators and players alike should 
feel this fight is the climax to the whole cam- 
paign. On the eve of arrival in Constantinople, 
their final destination, they come face to face 
with the bloodied murderer who has been dog- 
ging their footsteps across Europe. Let them 
think that, after this, it is all over. 

We know otherwise. 


ATTACK Or THE VAMPIRE 


Some suggested tactics for Fenalik follow. 
GAZE 


Anyone staring out the windows into the night 
may find themselves gazing into a pair of burn- 
ing red eyes, listening to a harsh whispering 
voice that makes such sensible suggestions: It's 
hot inside, why not open the window, let some air 
in, let me in, it's hot inside. 

The investigator must make an opposed 
Power roll against Fenalik's POW 70. If over- 
come, the investigator is helpless to prevent 
himself or herself from rising up and opening 
the window. Immediately after doing so, a sca- 
brous arm reaches in and attempts to drag the 
victim out into the shrieking darkness. Add the 
investigator's STR+SIZ and make an opposed 
roll against the vampires STR 160. Failure 
means the investigator is carried kicking and 
screaming out of sight, although the screams 
soon stop as the victim is cut open and tossed 
away. All in the compartment lose 0/1D3 Sanity 
points. If ever there was a reason to push a roll, 
this is it. Success sees the investigator fight back 
into the carriage. Failure is instant death, and 
the severed head is thrown back in, raising the 
Sanity loss for witnesses to 1/1D6. 


HYPNOTIZE 


Using his powers of hypnosis the vampire might 
convince another passenger to make an attack. 
Such victims are fairly obvious, being slow in 
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speech and movement, almost like sleepwalk- 
ers. Nonetheless, even a sleepwalker can fire a 
gun. Ideal targets are those the investigators 
have befriended onboard the Orient Express, 
or anyone with a firearm, such as the Chef de 
Train or one of his assistants who have access 
to the train's emergency equipment which in- 
cludes a pair of shotguns. Keepers can have one 
of these employees arrive armed, investigating 
the screams or gunfire. Once close enough, they 
level their weapon and fire at investigators. The 
sleepwalkers move stiffly, so Dodge rolls are 
permitted to leap out of the way. 

If the investigators kill such an attacker, 
they have killed an innocent, and must lose 1D6 
Sanity and face possible murder charges later, 
in a Bulgarian court. 


SHAPE-CHANGE 


Fenalik can shape-change. He can seep beneath 
closed doors as a mist; he can flutter through 
narrow spaces or across chasms as a bat; he 
could even prowl the corridors as a gigantic ti- 
ger. When he attacks, however, his attacks are 
always those listed in his statistics. 


AMBUSH 


Fenalik can cling to surfaces. Thus, answering a 
knock at the door, the responding investigator 
looks into an empty corridor. Fenalik is cling- 
ing to the ceiling directly above the door, wait- 
ing to drop on the target the instant the investi- 
gator looks into the corridor. 


RECOGNITION 


Throughout the attack, the keeper should insert 
hints and clues to tie the monster to all of the 
events in the campaign thus far. Even though bes- 
tial, the countenance is reminiscent of the sneer- 
ing face of the anonymous courtier seen in the 
painting in the Louvre, on the astonished man in 
mid-air outside the clock tower in Venice, and in 
little Quiterrie Lorien's description of the bogey- 
man outside her window. The one-eyed investi- 
gator has seen this killing shadow before, in the 
vision. Wounds caused are similar to those seen 
or described in Milan, in Venice, in Trieste, and 
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everywhere else that Fenalik has played his hand. 
He is their shadow, and now he has come for them. 


VAMPRE AT BAY 


Fenalik hesitates when on the train, because the 
presence of his coffin aboard leaves him vulner- 
able if he overplays his hand. The more people he 
faces, the more he hesitates, because an aroused 
train almost certainly means disaster for him. 

The dining car is thus doubly safe for investi- 
gators; not only is it noisy and crowded, but it is 
also the only source of garlic on the entire train. 
Any investigator receiving a successful Occult roll 
becomes sure of the stinking rose’s effect on the 
undead. Confident investigators should have no 
difficulty obtaining several heads from the kitch- 
en. Fenalik cannot willingly approach garlic. In- 
vestigators can use the herb to pin the vampire 
into a corner. Fenalik lashes out feebly as prox- 
imity to the herb halves all of the vampire’s skills. 

If the investigators barricade their sleeping 
car with garlic, Fenalik may decide to negotiate, 
grunting and snarling from a distance in a clearly 
inhuman fashion. This is a chance for the play- 
ers to learn a little about the simulacrum that 
they have been collecting; Fenalik refers to it as 
“my skin.” They should come to realize that they 
are dealing with a previous owner of the artifact. 
Its patience and willingness to answer academ- 
ic questions at this point is limited, however. It 
demands the statue’s immediate return; if this is 
not met, it threatens to kill one passenger every 
hour. And it will. 

The best way to counter Fenalik’s threat is to 
promise to destroy the statue (one piece for every 
life is perhaps a fair rate of exchange). This stalls 
Fenalik and prevents further passenger death. 
Even though actually destroying the simulacrum 
is not physically possible, Fenalik has no way of 
being sure that the threat cannot be made true— 
the strange iron vehicle he rides is proof enough of 
astonishing science in this new era. He redoubles 
his efforts to get at them, but not even Fenalik can 
tear through the steel skin of the carriage. 

Fenalik attacks after dark; once the sun rises, 
he loses his powers of shape-change and regener- 
ation, and returns to his coffin. The investigators 
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Special Weapons 


The Simulacrum: The simulacrum parts are 
themselves enchanted and can be employed 
as clubs. A section of the simulacrum wielded 
thusly does 1D6 hit points of damage for each 
successful blow. 


The Accounts of Tillius Corvus: These pa- 
pers from “Bread or Stone” give Fenalik’s true 
name and origins, a history which the vampire 
has completely forgotten. Investigators can use 
this information against him, confusing Fena- 
lik with memories of a mortal life. Investigators 
mentioning his true name (Tillius Corvus), his 
military unit (The Fortes Falcones), commander 
(Alexius Gemellus) or wife (Lady Eudocia) cause 
Fenalik painful recollections. When confronted 
with these memories Fenalik is stunned for one 
round and must make a POW check or withdraw 
from battle for 3D10 minutes while he compos- 
es himself. The same memory cannot be used 
against the vampire twice. 


The Mims Sahis: If the investigators have re- 
tained the Mims Sahis from “Bread or Stone” 
they can use it against Fenalik with good effect. 
If the vampire sees this enchanted weapon the 
creature is stunned and acts at half his normal 
DEX for one round as the memory of his first 
encounter with the blade overwhelms him. Fe- 
nalik recovers quickly, launching a rage-filled 
attack against whoever wields the Mims Sahis 
the following round. As always, the investigator 
loses 1D4 Sanity points each time the Mims Sa- 
his is used. 


The Lovers’ Heart: The Lovers’ Heart from “The 
Dreamlands Express” can also be employed 
against Fenalik. Investigators in physical con- 
tact with the Lovers’ Heart are immune to the 
vampire’s hypnotic gaze. The power of the Heart 
burns Fenalik for 1D4 hit points, but is far more 
effective if in total darkness, causing him 1D10 
damage. However, the investigator is at a mas- 
sive disadvantage in such pitch dark and Dodge 
is at Hard difficulty. Use of the Lovers’ Heart 
causes the permanent loss of 5 points of POW 
per round, and the investigator becomes more 
hateful and less tolerant as the cry of the Crone 
poisons their mind. 
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should surmise that the creature must be at rest 
somewhere on the train. So, if they can hold out 
against it all night, they can hunt down its cof- 
fin (in the rear fourgon) in the morning and de- 
stroy it there. To do this, the 24-hour guard in the 
fourgon must be convinced; several Fast Talks or 
other rolls will be needed to conduct a search of 
coffin-sized freight therein. 


PLAYING FENALIK 


Fenalik fights on his own terms. He strikes when 
he chooses and strives to get in the first blow. 
When his hit points drop to zero, he fades into 
mist and floats away. The vampire hides some- 
where, regenerates quietly then comes back for 
more. Other passengers and Express staff may 
be dragged into the fray as the keeper sees fit. 
For each innocent who dies in the investigators’ 
stead, one point of Sanity should be lost. Tem- 
per Fenalik's bloody enthusiasm with the under- 
standing that conspicuous passenger death or 
extensive damage to fittings brings the attention 
and participation of the train staff, and they may 
as a result stop the train. Halting the train aids 
the investigators much more than the vampire; a 
prolonged halt almost surely dooms Fenalik. 


FENALIK'S COFFIN 


A thorough search of the rear fourgon is made 
difficult by the constant guard posted here. 
Keepers can have this man under Fenalik's 
hypnotic control, causing him to aggressively 
prevent any search of the chamber or even fire 
upon intruding investigators. If not, the investi- 
gators must deal with the guard. They can con- 
vince him to allow the search, which requires a 
successful Fast Talk or Persuade check. If the 
investigators mention chasing the fleeing cultist 
earlier in the scenario, the guard (if not under 
Fenalik's control) may simply allow the inves- 
tigators to search to repay their earlier heroics. 
Investigators making a Spot Hidden roll 
locate an unmarked and unregistered crate, 
well concealed and buried under luggage. If 
the crate is pried opened investigators locate 
a large heavy wooden coffin, with padlocks on 
the outside and inside. The coffin must be forc- 
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ibly opened by inflicting 20 points of smashing 
damage to it or breaking it open with a Hard 
Strength roll. Inside investigators find a layer 
of blood-soaked earth, any fragments of the 
Sedefkar Simulacrum they are missing and pos- 
sibly the vampire Fenalik himself. 

If Fenalik is within the coffin he frantically 
defends himself. If opened in full daylight Fe- 
nalik takes 1D3 points of damage per round. If 
Fenalik is elsewhere the investigators can easily 
destroy the vampire's resting place, by dump- 
ing out the soil or smashing the coffin. This re- 
moves Fenalik's refuge, giving him nowhere to 
retreat to and making him quite vulnerable. 


KILLING FENALIK 


Only reducing the vampire's hit points to zero, 
by permanent damage, destroys the creature. 
This can be accomplished by damage inflicted 
by magic spells or enchanted items (see "Special 
Weapons"). Critical hits from a large slashing 
weapon such as an axe, or a wooden impaling 
weapon, such as a stake, also cause permanent 
damage. Exposure to sunlight is also an effective 
method of destroying Fenalik, should investiga- 
tors devise a way to accomplish this. 

By whatever means the investigators use to 
kill it, once Fenalik's hit points reach zero from 
permanent damage, thousands of years of its un- 
holy existence catch up in one fell swoop. Instead 
of slowly crumbling away into dust, the vampire 
explodes, showering the investigators and every- 
thing nearby in a pall of foul-smelling ash. 


A Yun Carp 


The investigators, having gotten so far, may at the 
keeper’s choice now be under the observation of 
Mehmet Makryat, whose magical abilities could 
come into play if necessary. The keeper should 
not invoke him unless the campaign is threat- 
ened; just overhearing his name at dinner could 
activate the investigators to effect an alliance or 
an attack, perhaps, if they wrongly deduce the 
meaning of the London newspaper story con- 
cerning the three Makryats. 

Since Mehmet reappears in Constantinople 
pretending to be the character Aktar, he must 
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be disguised or transformed either here 
or there, should the keeper choose that he 
surreptitiously intervene. 


CONCLUSION 


Reward surviving investigators with a gain of 
1D10 Sanity points for killing Fenalik. The 
keeper also may want to award a single point 
of Sanity (vengeance satisfied) for each inves- 
tigator who died at Fenalik’s hands aboard 
the train. As described in the section Last 
Night on the Orient Express, they should 
have already gained 1D4 Sanity points for 
recovering the Head of the Sedefkar Simula- 
crum, with a 1D4 Sanity point bonus if they 
now have all of the pieces. 


MASS MURDER, MASS PUBLICITY 


The worse the fighting with Fenalik has 
been, and the more passengers who died, 
the more the keeper must stretch to pres- 
ent the incident in an anonymous, un- 
derstandable light. What newspaperman 
would not give Page One to a fight to the 
finish with a vampire aboard the Orient 
Express? Anarchist plots, Red Menaces, 
and Hunnish depravities pale in compari- 
son; survivors of the fight with Fenalik be- 
come the feted heroes of civilization. 

Because such developments would 
alter the thrust of the plot, they should 
not happen. The police believe no tale 
of a rotting corpse arising and ravishing 
the train. If only investigators died, po- 
lice may choose to believe that anoth- 
er investigator is the murderer and hold 
them until a likelier suspect surfaces in a 
few days. If bystanders died as well, then 
the police will be inclined to believe that 
Turkish bandits did it, if the train stops in 
Bulgaria. If the train stops in Turkey, then 
Greek bandits did it. If the Interallied Po- 
lice first take notice of the crimes, then 
Soviet or Persian provocateurs did it. 

The investigators always should ar- 
rive in Constantinople either unknown 
or under suspicion of grave crimes. 
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Simulacrum Contingency Plans 


The investigators may realize that the 
Simulacrum is only useable when fully 
assembled and conclude that the solu- 
tion to all their problems is to dispose of 


one or all of the pieces. They may sim- 
ply have missed a piece along the line. 
The keeper may find the following notes 
useful for dealing with these situations. 


A MISSING PIECE 


If the investigators fail to recover a piece at any stage, it may 
be found in Fenalik’s coffin. Failing that, Mehmet Makryat 
may recover it and have it placed in the Société Générale in 
Constantinople, as described in the London chapter. 


HIDING THE SIMULACRUM 


Hiding one or more pieces in a warehouse or similar seems 
to be an ideal way of guaranteeing it cannot be assembled. 

No hiding place is truly safe. The simulacrum pieces have 
a habit of drawing attention to themselves. When all of the 
workers at a warehouse develop the same infection on their 
left hands, this might make the local newspaper, leading to in- 
terest from local cults or even other groups of investigators. 
Mehmet Makryat might arrange for the item to be stolen by 
a henchman. 


SENDING THE SIMULACRUM AWAY 


Experienced investigators might consider summoning some 
otherworldly entity to dispose of a piece of the simulacrum. 
However, most such creatures will instinctively determine 
that they don’t want to mess with the item and the smarter 
ones may choose to double cross the spell caster. 

If a piece is dropped into the Pacific, the “owner” may suf- 
fer from the freezing temperatures and crushing pressure. 


A PARTIAL VICTORY 


A final variation on the theme is that the investigators may 
decide to declare a partial victory with a handful of pieces; if 
they have one or more pieces, then the simulacrum cannot be 
assembled. Keepers may respond by intensifying the effects 
of the Baleful Influence, giving the investigators the choice 
between salvation and a lingering death. If they choose death, 
in time the simulacrum pieces will resurface. 

All of these investigator schemes present the keeper with 
dramatic opportunity. The simulacrum wants to return to 
Byzantium, as it always has. Whether by human folly or ma- 
lign intervention, sooner or later it will. 
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CONSTANTINOPLE 


& CONSEQUENCES 


Statisties 


DR. RADKO JORDANOV, Age 46, Direc- 


tor of Ancient History 
STR 55 CON 55 SIZ 80 INT 85 
POW 45  DEX50 APP55 EDUOI 


Sanity 45  Build:0  Move:6 HP: 13 


Damage Bonus: 0 

Brawl 50% (25/10), damage 1D3 

Dodge 25% (12/5) 

Skills: Accounting 45%, Anthropology 40%, Archaeol- 
ogy 75%, Credit Rating 45%, History 85%, Library 
Use 85%, Occult 20%, Persuade 45%. 

Languages: Arabic 35%, Bulgarian (own) 91%, English 
45%, Greek 35%, Latin 85%, Russian 45%, Serbo- 
Croatian 45%. 


NIKOLAI, Age 26, 

Initiate Brother of the Skin, Spy 

STR 90 CON 80 SIZ 60 INT 60 

POW 70  DEX70 APP50 EDU 30 
SanityO  Build:1 Move:9 HP:14 


Damage Bonus: +1D4 

Hooked Dagger 65% (32/13), damage 1D4+2 + 1D4 
Hatchet 50% (25/10), damage 1D6 + 1D4 
Dodge 60% (30/12) 


Skills: Cthulhu Mythos 11%, Disguise 60%, Fast Talk 
55%, Occult 19%, Spot Hidden 45%, Stealth 75%. 


Languages: Bulgarian (0wn) 60%, English 15%, Turkish 
50%. 


MAJOR VASIL CHRISTOVA, Age 42, 


Bulgarian Special Inspector 


STR 80 CON70 $SIZ85 INT 65 
POW 75  DEX60  APP55 EDU 70 
Sanity 63 Build:2 Move:6 HP:15 


Damage Bonus: +1D6 
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Fighting (Brass 80% (40/16), damage 1D4+2 + 


Knuckles) 1D6 

Mauser C96 1916 85% (42/17), damage 1D10+1 (3 

pistol attacks, 10 rounds) 

Savage Model 720 75% (37/15), damage 4D6 (2 

Shotgun attacks, 5 rounds, 12-gauge 
buckshot) 

Browning Auto- 55% (27/11), damage 2D6+4 (1 

matic Rifle burst, 20 rounds) 

Dodge 45% (22/9) 


Skills: Drive Auto 45%, Fast Talk 50%, Intimidate 55%, 
Law 65%, Persuade 35%, Psychology 45%, Spot Hidden 
55%, Stealth 45%, Track 45%. 


Languages: Bulgarian (own) 80%, English 40%, Russian 
45%, Turkish 35% 


LIVING HANDS 


These small but deadly creatures are the creations of The 
Brothers of the Skin. Each is an animated severed hu- 
man hand, cold dead flesh restored to a semblance of life. 
Living Hands are used for stealthy assassination through 
strangulation, or to steal small items. These creations can 
also help cultists gain entry to secure locations as they 
can fit through tiny openings to unlock doors or win- 
dows. Living Hands are difficult to detect due to their 
small size and stealthy nature. They are quick, super- 
naturally strong and able to jump about six feet. Living 
Hands can also scale sheer surfaces, like bats, using their 
strength and nails. 

As undead creations they are quite resistant to piercing 
attacks, but take full damage from bludgeoning attacks as 
shattering their many bones renders then helpless. Living 
Hands reduced to zero hit points are still animate but un- 
able to move or attack. To completely kill a Living Hand 
they must be physically destroyed with fire, acid, or other 
solvents. 


LIVING HAND, Crawling Horror 


STR 85 ([3D64-6] x5) 
CON 52 (3D6 x5) 

SIZ 5 (1D2 x5) 

INT None (None) 

POW 52 ({2D6+4] x5) 
DEX 95 ([2D6+12] x5) 


Hit Points: 5 
Average Damage Bonus: None 
Average Build: 0 
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Move: 10 


ATTACKS 
Attacks per round: 1 


Fighting attacks: A Living Hand can scratch, gouge, 
claw and choke. 


Choke (fighting maneuver): If the choke succeeds, the 
Living Hand closes on the windpipe of the victim 
and begins to squeeze. The victim will lose 1D4 
points of damage per round until he or she falls 
unconscious or the Living Hand is dislodged. The 
Living Hand can be torn away with an opposed STR 
roll. Attacks on the Living Hand by other people are 
at Hard difficulty to avoid harming the victim. 


Fighting (Claw) 65% (32/13), damage 1D4 
Dodge 4596 (22/9) 


Armor: None, but takes minimum damage from pierc- 
ing weapons and firearms. 


Skills: Climb 60%, Jump 65%, Stealth 65%. 
Sanity Loss: 1/1D4 Sanity points to see a Living Hand. 


A. CHEDENKO, Age 70, 
Professor-Academician 

STR 45 CON25  SIZ40 INT 85 
POW 45  DEX40 APP60 EDU 93 


Sanity 45 Build:0 Move:4 HP:6 
Damage Bonus: 0 

25% (12/5), damage 1D3 
Dodge 20% (10/4) 


Skills: Anthropology 20%, Archaeology 85%, History 
60%, Library Use 80%. 

Languages: Bulgarian (own) 93%, French 60%, German 
75%, Latin 75%. 


Brawl 


THE BUTCHERS, 
Brothers of the Skin Cultists 


STR 70 
POW 70 
Sanity 0 


CON 70  SIZ65 INT 50 
DEX60 APP45  EDU 50 
Build:1 | Move:8 HP:13 


Damage Bonus: +1D4 


Switchblade 55% (27/11), damage 1D4 + 1D4 
Hatchet 55% (27/11), damage 1D6+1 + 1D4 
Dodge 3096 (15/6) 


Firearms, see below 


Skills: Drive 4596, Jump 4096, Throw 4096. 
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TWO BUTCHERS (Rear Guard) 


Sawed-off lever ac- 
tion shotgun 


5596 (27/11), damage 4D6 (12 
gauge buckshot, 1 attack, 5 
rounds, effective range 5 yds.) 
6096 (30/12), damage 1D10 
(2 attacks, 10 rounds) 


Mauser "Broom- 
handle" M1919 


Pistol 
German Model 24 40% (20/8), damage 3D6 
stick grenade (3 yard radius), one only 


TWO BUTCHERS (Fighting Retreat) 


Star Model A semi- 
automatic pistol 


TWO BUTCHERS (Maxim Gun Crew) 


5096 (25/10), damage 1D10 
(2 attacks, 8 rounds) 


Maxim MG08/15 35% (17/7), damage 2D6+4 


(1 burst, 100 rounds) 


MAJOR CHRISTOVA'S TASK FORCE, 


Bulgarian Special Inspectors 


STR 75 CON 70  SIZ70 INT 55 
POW75  DEX55  APP55 EDU 60 
Sanity 75 Build:il Move:8 HP: 14 


Damage Bonus: +1D4 


Brawl 65% (32/13), damage 1D3 + 1D4 
Nagant M1895 60% (30/12), damage 1D8 (3/2 at- 
Revolver tacks, 7 rounds) 


Other firearms, see below 


Skills: Law 55%, Spot Hidden 40%, Stealth 40%, Track 
25%. 


Languages: Bulgarian (own) 60%. 


TOMA GENOV & SAMUIL BORISOV 


Winchester Model 
97 Trench shotgun 


5596 (27/11), damage 4D6 (1 
attack, 6 rounds) 


YAN NIKOLAEV & HRISTO YANEV 


Winchester Model — 5596 (27/11), damage 2D6+4 (1 
94 carbine attack, 4 rounds) 

DIMITAR MARINOV 
Beretta M1919 40% (20/8), 1D10 (1 burst, 25 


submachine gun rounds) 
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PROTO-VAMPIRES, 
The Children of Fenalik 


Fenalik created these creatures from the dying, blood- 
drained cultists of the Sofia branch of The Brothers of 
the Skin. They carry just enough of his vampiric blood to 
give them life beyond death, but they are little more than 
vicious bloodthirsty fiends. With many years and regular 
prey they could become as powerful as regular vampires 
but for now they are only Fenalik's loyal, savage dogs. 

These creatures move quickly and silently. Their glow- 
ing red eyes see perfectly in total darkness. They can scale 
sheer surfaces and even move across ceilings, although 
this requires them to remove any footwear. Their faces 
are elongated into near muzzles with mouths filled by 
sharp teeth. They communicate with growls, snarls, 
mews and howls. 

In battle a proto-vampire regenerates 1 hit point per 
round, unless the damage is caused by enchanted weap- 
ons, spells, or a critical hit by certain types of weapon. 
They are unaffected by crosses or holy water. 

If reduced to zero hit points a proto-vampire falls, but 
rise quickly as their wounds rapidly regenerate. 

Proto-vampires have several vulnerabilities. A criti- 
cal hit from a sharpened wooded stabbing weapon in- 
stantly destroys a proto-vampire (wooden stake through 
the heart). A critical hit from a medium or large slash- 
ing weapon, such as a sword or axe, also destroys these 
creatures (beheading). Proto-vampires cannot regenerate 
damage from fire and sunlight, which inflicts 1D4 points 
of damage to them per round. They can be warded off by 
garlic, which reduces all their attacks to Hard difficulty 
and causes them to make a POW check or withdraw to 
seek out another target. Contact with garlic causes pro- 
to-vampires 1D3 points of permanent damage. Lastly, if 
reduced to zero hit points by other means the Children 
of Fenalik are helpless until they regenerate. During this 
time they can be destroyed by decapitation, staking, fire, 
sunlight, or the insertion of garlic into their mouths. 


PROTO-VAMPIRES, The Children of 


Fenalik 

STR 80 ({3D6+6] x5) 
CON 85 ([4D6+3] x5) 
SIZ 52 (3D6 x5) 
INT 25 ([1D6+2] x5) 
POW 52 (3D6 x5) 
DEX 70 (4D6 x5) 

HP: 13 


Average Damage Bonus: +1D4 
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Average Build: 1 
Magic Points: 10 
Move: 10 


ATTACKS 
Attacks per round: 1 


Fighting attacks: Proto- Vampires attack with punch, 
claw or bite. 


Bite (fighting maneuver): Must grapple to hold victim. 
The vampire drains 2D10 STR (blood) from the victim 
each round thereafter. 


Claw 50% (25/10), damage 1D3 + 1D4 

Bite 50% (25/10), damage 1D3 + special (see above) 

Dodge: 3596 (17/7) 

Armor: 0, but can reform after hit points are exceeded. 
Takes permanent damage from enchanted weapons, 
spells, fire, sunlight and garlic. Critical hits from 
wooden impaling weapons or slashing weapons 
instantly kill these creatures. 


Skills: Climb 85%, Jump 4096, Stealth 65%, Track 
(Scent Blood) 7596. 


Sanity Loss: 1/1D6 Sanity points to see a Proto- Vampire. 


FENALIK THE VAMPIRE 


"We find, indeed, a note of something deformed, 
as it were, something curiously diseased and un- 
clean, a rank wealth of grotesque and fetid details 
which but serve to intensify the loathliness and 


horror." 
Rev. Montague Summers, The Vampire In Europe. 


Once a Roman Tribune named Tillius Corvus, for nearly 
nine hundred years the vampire known as Fenalik lurked 
on the outskirts of human society. It hunted and was 
hunted, knowing little peace or purpose. When it ac- 
quired the Sedefkar Simulacrum in 1204, it was able to 
rejoin society. Eventually its tastes betrayed it, and so Fe- 
nalik came to spend the last one hundred and fifty years 
confined in the asylum at Charenton. 

In appearance, Fenalik is presently a twisted mockery 
of a man, a feral and emaciated horror whose parchment- 
like skin is mapped with a network of scars and knotted 
veins stretched tight over its bones; obscenely long arms 
tipped with razor-sharp talons dangle at its sides. But its 
face is worst of all. Framed by a patchy tangle of knotted 
and filthy hair, Fenalik's jaws jut forward like a muzzle, 
thin lips doing little to hide the insane conglomeration of 
fangs which sprout from his peeling gums. His nose has 
long since rotted away, leaving only a stinking pit beneath 
the sloping forehead. More terrifying yet are the bulging 
eyes that burn with all the evil of his years. 
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NOTES 


Fenalik is unable to move abroad in daylight, since ex- 
posure to direct sunlight costs him 1D3 hit points per 
round. Properly muffled up though, and especially when 
shielded by fog or storm, he would be able to make brief 
forays before technical sundown and after technical sun- 
up. Vampires seek to cheat the clock, as well as the laws of 
God and man. Were he to don the simulacrum, of course, 
he could to go abroad in daylight. 

Vampires who respected a religion while alive may 
show that respect when undead. The ancient Chi-Ro may 
give him pause as he remembers his time under Constan- 
tine, but the crucifix means little to him. No extant moral 
or social appeal has any affect on Fenalik. 

As Monsieur le Comte, Fenalik might very well have 
practiced the suave eroticism recorded of Dracula, Car- 
milla, and others. Perhaps, having regained the simula- 
crum and the semblance of humanity, Fenalik would turn 
again to such amusements. For now, he forages to survive. 

As a man, Fenalik attacks once per round with Claw, 
Bite, or Gaze; as tiger or wolf, he attacks with Claw and 
Bite simultaneously; as a bat, he attacks with Bite only; 
as mist, he attacks with Gaze only. Proximity to garlic re- 
duces all of his skills and attacks to Hard difficulty. 


FENALIK, Semi-Immortal Vampire, Previous 
Owner of the Sedefkar Simulacrum 


STR160 CON70 SIZ95  INT85 
POW70  DEX80 APP15 EDU 99 
SanityO Build:3 Move: 10. HP: 17+ 


+ regenerates 1 hit point per round, but does not regener- 
ate at all in direct sunlight. 


Damage Bonus: +2D6 

Bite* 80% (40/16), damage 1D4 + special 
Claw** 80% (40/16), damage 1D4 + 2D6 
Gaze*** Opposed POW roll 

Dodge 70% (35/14) 


* [f Fenalik's Bite attack does damage, maintaining the 
Bile stifles any resistance from the target, and drains 
2D10 STR (blood) from the victim each round there- 


after. 


** With an opposed magic point roll, Fenalik's touch 
drains 1D3 magic points from the victim, transfer- 
ring them to the vampire. Each successful roll drains 
another 1D3 magic points. Magic points so-acquired 
vanish at sunrise. 

*** [f the opposed Power roll succeeds, the target is hypno- 
tized, and can be made to follow simple instructions. If 
these instructions are self-destructive, the target may 
make an Intelligence roll to snap out of it at the start of 
each round. 


Armor: 0, but can reform after hit points are exceeded. 
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Skills: Climb 9596, Fast Talk 9596, History 7096, Jump 
7096, Listen 8596, Occult 3596, Persuade 7596, Scent 
83%, Spot Hidden 70%, Stealth 80%, Track 60%. 


Languages: English 35%, French 80%, Italian 60%, 
Latin (own) 85%, Russian 6596, Turkish 75%. 

Shapes Favored: bat, mist, tiger, wolf. 

Sanity Loss: 1/1D8 Sanity points to see Fenalik. Wit- 
nessing a shape-change for the first time costs 1/1D6 
Sanity points. 
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Fenalik expects that the investigators 
will return to the train having assem- 
bled the simulacrum. What if they de- 
cide to do something else? 


HoTEL AMBUSH 


The most likely possibility is that the in- 
vestigators will find a hotel for the night 
before setting out. Allow the investiga- 
tors to decide whether the hotel is large or small, salubri- 
ous or run down. The hotel chosen is the Hotel Todorov. 
If the investigators are staying elsewhere (such as the Ho- 
tel de la Bulgarie), then substitute the name accordingly. 


THE HOTEL TODOROV 


If the investigators have chosen a luxury city hotel, or a 
hotel outside of town, then the Todorov sits in its own 
neat grounds set back from the road to afford guests 
some privacy. The main building consists of an exten- 
sive house, converted to guest rooms, together with 
bathrooms, dining rooms, sitting rooms and kitchens, 
with small rooms for staff in the attic. The main build- 
ing has been extended on multiple occasions and is a 
warren of corridors. There are several out-buildings 
covering maintenance, storage and a small stable main- 
tained for the enjoyment of equestrian inclined guests. 
Male staff wear dark trousers, white shirts and dark 
jackets. Female staff wear variants on embroidered red 
dresses with white blouses. Rooms are large and well 
appointed, with individual fireplaces and roaring fires. 
Keepers may use the map of the hunting lodge (page 
140, Book III). 

If the investigators have chosen a low rent hotel, then 
the Todorov consists of a series of converted terrace 
houses, knocked together with connecting corridors. 
The common areas are stocked with second hand fur- 
nishings obtained from a rather more expensive hotel 
during a refit. The rooms are basic, and cold since the 
communal heating is inadequate to the job. There is a 
kitchen and a dining room that smells slightly of cab- 
bage and cheap alcohol, and the owner routinely locks 
the exits after dark to stop the local street girls from 
sneaking in and not paying him a cut. The descriptions 
below presume that the investigators have become used 
to the Orient Express luxury and have elected for an up- 
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market hotel. If not, some alteration to 
the descriptions will be required. 


CHECKING IN 


The investigators are greeted by Valeri 
Bokov, the desk clerk. He has limited 
English, and explains that the hotel is 
quite busy because of a wedding party. 
Valeri regrets that the only rooms avail- 
able are split up throughout the hotel. 
As the characters unpack and make 
themselves at home, the sky darkens and the wind picks 
up. À sudden flurry of snow rattles the roof tiles and 
reduces visibility to almost nothing. Encourage the in- 
vestigators to believe that this is a revenge attack by the 
Lloigor. The storm that descends over the next hour cuts 
the hotel off from the outside world. Those that ven- 
ture out rapidly become cold, disoriented, separated and 
have trouble moving about because of the ice and the 
strong winds. They also become aware that something 
is stalking them; Fenalik, like any predator, will take the 
opportunity to pick off stragglers from the herd. 
Dinner is served between 7:00 P.M. and 10:00 P.M. 
The dining room is large, ornate, and reflects the faded 
glories of empires past. Large fires crackle cheerfully at 
each end of the room, and the room is busy with guests 
unable to venture forth to eat anywhere else. The wait- 
ress, Kristalina Radonova, is prompt with the orders, and 
is happy to advise on the menu. The chef, Stefan Dimi- 
trov, is an expert with Gyuvech (Bulgarian casserole). 


THE GUESTS 


There is an extensive wedding party staying at the hotel. 
Tradition says that unexpected guests are a sign of good 
luck, and the investigators will be welcomed with open 
arms, whether they like it or not. 


Georgi Lukov is the groom. He is a tall, thin man in his 
late twenties with brown eyes and a pencil moustache. 
He is an administrator for a local livestock market. He 
is known for his temper, especially where his bride-to- 
be is concerned. 


Marius Lukov is the groom's brother and best man. Like 
his brother he is tall and thin, but prefers longer hair and 
no moustache. He is an out of work actor, occasional 
tour guide and sometimes works as an entertainer at 
parties. 


/ 


Z 


NA ANA, 


Horror on the Orient Express 


CONSTANTINOPLE & CONSEQUENCES 


NAN A A AN A A AN A A A AN A A Y'A A) 


Nikolay Lukov is the groom's father and is also a tall 
man, though stout where his sons are thin, and with 
receding gray hair. He is a farmer. 


Katya Lukova is the groom's mother. Her fair hair, good 
complexion, and sharp blue eyes belie the fact that she 
is woman in her forties. She is still attractive and has an 
eye for young men. 


Nina Gerova is the bride. She is a tall, palely attrac- 
tive girl, who teaches at a local school. She speaks good 
English and will enjoy the opportunity to practice on 
handsome investigators, which may annoy Georgi if he 
notices. 


Elena Gerova is the bride’s mother. A plump woman 
in her forties, Elena exudes an aura of maternal charm 
and bakes like a demon. 


Stefan Gerov is the bride’s father. He is a small, swarthy 
man with a bushy moustache, brown eyes and a nasty 
temper. People say that his ancestors emigrated from 
Turkey and that he has links with smugglers. He still has 
family in Turkey and can provide the investigators with 
general information about Constantinople. 


Yana Svintila is the bride’s maternal grandmother. She 
is hunched, walks with a stick, and is the very image of 
the crone. If the investigators look at Yana, Elena and 
Nina and see the crone, mother and daughter aspects of 
Baba Yaga, play along. 

Add other male and female guests as needed. A note 
on Bulgarian names: Bulgarians usually inherit their fa- 
ther’s surname, with a gender specific suffix of an ex- 
tra “a” for women. Thus Mr. Gerov is married to Mrs. 
Gerova, and their daughter is Miss Gerova. 


FENALIK’S PREPARATIONS 


Night has fallen, and with the storm raging outside, 
the investigators find themselves scattered through the 
dining room, incorporated into the wedding party. As 
the investigators eat, Fenalik starts to work. He hypno- 
tizes Valeri, the desk clerk, who assigns him a secluded 
ground floor room and assists two burly delivery men 
as they install Fenalik's coffin. Observant investigators 
(those that have said that they are watching and make 
their Spot Hidden) may observe the movement of odd- 
ly heavy boxes. If the keeper wishes to offer more of a 
clue to Fenalik’s lair, then the investigators may hear one 
of the guests grumbling about having to switch rooms 
at short notice due to some problem with the plumbing. 

Once installed in the hotel, Fenalik instructs the effi- 
cient Valeri to seal the hotel. The ground floor doors and 
windows are closed, shuttered and locked, apparently 
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against the weather. The upper floor windows only have 
catches and cannot easily be sealed. Valeri also douses 
every other gas lamp in the corridors, making them 
gloomy and more suited to a night adapted predator. 

Fenalik avoids the kitchens, disliking the garlic. With 
Valeri's help, he waylays and hypnotizes some of the 
other serving staff including Kristalina. Try and bring 
this into play—the staff serving dessert are clumsier and 
less communicative than they were when the starters 
were served, and their appearance may be slightly awry. 
Kristalina’s hair may be slightly mussed, for example, 
or Stefan may have a button missing where he briefly 
struggled. 


INITIAL APPROACH 


When all is prepared, Fenalik instructs Valeri to ap- 
proach a randomly selected investigator and inform 
him that there is a message at the front desk. His voice 
is slightly slurred and his eyes look a little defocused. In 
the hotel lobby, Valeri directs the investigator towards 
a hunched figure in a trench coat and fedora standing 
admiring a portrait of Saint Ivan of Rila, the patron 
saint of Bulgaria. As the investigator approaches, Fena- 
lik swings round, costing the investigator a Sanity roll 
(1/1D8) and attempts to either kill or seize the inves- 
tigator as a bargaining chip. He may attempt to repeat 
the trick, by having Valeri attempt to summon a second 
investigator on some pretext. 


THE SIEGE 


At this point, Fenalik may try and bargain with the in- 
vestigators, especially if they seem competent or well 
organized. He may use his prepared, hypnotized, Trojan 
horses, or he may resort to one of the tactics described in 
the main chapter on the train siege (“Fenalik Strikes"). 


WEDDING GUEST 

OR HOTEL STAFF, Male 
STR65 | CON65 SIZ75 INT 60 
POW 60  DEX55 APP65 EDU 70 


Sanity 60 Build:1 Move:7 HP: 14 


Damage Bonus: +1D4 
60% (30/12), 1D3 + 1D4 
Dodge 35% (17/7) 


Skills: Charm 30%, Natural World 40%, Spot Hidden 
30%. 


Languages: Bulgarian (own) 70%. 


Brawl 
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WEDDING GUEST OR HOTEL 
STAFF, Female 


STR 55 CON 70 SIZ55  INT65 
POW 60  DEX60  APP65 EDU 70 
Sanity 60 Build:0 Move:9 HP: 12 
Damage Bonus: 0 

Brawl 50% (25/10), 1D3 

Dodge 35% (17/7) 


Skills: Charm 40%, Listen 40%, Natural World 40%, 
Spot Hidden 35%. 


Languages: Bulgarian (own) 70%. 


OTHER TRAIN AMBUSH 


If the investigators decide to take a different train, then 
the story may proceed as is, though most trains have 
less space and privacy so it will more difficult for Fena- 
lik to isolate his victims. 

If they have chosen first class travel, then some of the 
NPCs from Strangers On the Train can be added. For 
local travel, the wedding guests described above may be 
used, on their way to or from the ceremony. 


RoApsipE AMBUSH 


Driving in Eastern Europe is difficult in the winter. So- 
fia is surrounded by mountain passes and the roads are 
between uncertain and impassable at this time of year. 
There are no significantly navigable rivers, so a boat 
trip is out. 

If the investigators hit the road nonetheless, this 
presents problems for Fenalik. He doesn’t entirely un- 
derstand these new-fangled automobiles, and he cannot 
move around during the day without help. However, he 
can transform into various fast moving animals, and he 
can hypnotize people into assisting him. His best option 
is to follow the investigators, with a hypnotized lackey 
to do the driving, until an opportunity presents itself. 

Fenalik can use his superior physical abilities in wolf 
or tiger form to overtake his quarry by heading directly 
up the slope as the investigators’ vehicle labors up the 
winding road. 
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ROAD BLOCK 


Night has fallen, and very little moonlight filters down 
through the dense forest. The investigators’ vehicle’s 
lights struggle to light the way. As they round yet an- 
other corner on another mountainous switchback, a 
fallen tree blocks the road. A successful Drive Automo- 
bile roll prevents a collision. 

A Hard Listen roll hears a tree fall not far behind 
them. If the investigators attempt to turn the car or re- 
verse back down the mountain road, they find that a 
second fallen tree has mysteriously blocked their line of 
retreat. 

Examining either fallen tree shows that the base of 
the tree has been weakened by several deep gashes as if 
from the claws of a large bear or big cat, but the tree has 
then been pushed over by something of great strength 
as the large splinters of wood demonstrate. A Track roll 
round the base of the tree reveals that someone wear- 
ing old boots was there quite recently, and a successful 
Listen roll suggests that the surrounding forest is un- 
naturally quiet. If following, the boot prints vanish, to 
be replaced with the paw prints of an unnaturally large 
wolf. 


THE SIEGE 


Fenalik will bide his time—briefly!—looking for an op- 
portunity to cut an investigator from the herd. Play this 
as siege: the investigators have a defensible position and 
the advantage of numbers. Threatening to destroy the 
simulacrum is an effective threat. Burning torches also 
have an effect, as the sight of fire unnerves Fenalik in 
beast form. 

Fenalik will bargain or threaten at first. Strange 
movements and shadows in the forest may unnerve the 
investigators. If forced to attack, Fenalik’s best bet is to 
shape-change into a wolf and attack with speed, using 
hit and run tactics. 


OUTCOMES 


Fenalik’s coffin is in the back of a van parked about a 
mile down the mountain road. The investigator’s best 
chance for victory is to hold out for daylight and then 
track Fenalik down to his coffin. It is defended by an 
exhausted driver (Fenalik instructed him to wait and 
neglected to tell him to eat or drink). See the section 
“Killing Fenalik” for notes about how to finish him off 
once and for all. 
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Lu Ihe Skin of the Teeth 


Wherein the investigators reach their last stop, and find there betrayal and 
despair, and the makings of ever deadlier puzzles. 


by Geoff Gillan 


IF THE INVESTIGATORS HAVE SURVIVED 
Fenalik, they arrive in Constantinople possess- 
ing the complete Sedefkar Simulacrum. Having 
overcome the vicious vampire, they reasonably 
may expect victory here, at the end of the line. 


KEEPER INFORMATION 


Concerning Constantinople, Professor Smith 
told them there of two things to be learned 
here—the ritual they must perform to destroy 
the artifact, and the location of the Shunned 
Mosque, where the ritual must be performed. 

In fact, the ritual does not exist: no writ- 
ten method destroys the Sedefkar Simulacrum. 
Professor Smith lied in this, as he did in so much 
else. The time the investigators spend searching 
for the ritual and the Shunned Mosque is the 
time it takes Selim (and Mehmet) Makryat to 
ensnare them. 

Possible sources of written information are 
the newspapers, the library at Constantinople 
University, and the Topkapi Museum. Possible 
oral sources of information are the police, mar- 
ket gossip, and an individual by the name of 
Beylab the Perspirer. All are detailed below. To 
learn anything, the investigators need to know 
Turkish, or need to employ a scribe-translator. 


MEHMET MAKRYAT 


Makryat plans that the investigators lose the 
simulacrum to the cult, preferably at a trap set 
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by Selim Makryat at Üsküdar Cemetery. Once 
Selim has the simulacrum, he will perform the 
Ritual of Enactment in the Shunned Mosque 
to awaken its power. At the critical moment of 
that ceremony, Mehmet Makryat plans to step 
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ALTERNATE ENDING 


In the London chapter, keepers were given the op- 
tion of changing the campaign so that it finishes in 
Constantinople. In this version, Professor Smith re- 
ally was Professor Smith, and the simulacrum can be 
destroyed here. 

This alternate ending is provided after the main 
scenario text. For now, the scenario assumes that 
Mehmet Makyrat is Mehmet Makyrat, and that Pro- 
fessor Smith is languishing in the minaret prison of 
the Shunned Mosque. 


PERFECT SKIN 


Keepers who wish to extend 
the Constantinople scenario 
may add in the characters 
and events from David Wit- 
teveen's story, “Perfect Skin”. 
These optional sections are presented at the end of 
the scenario. 


CONSTANTINOPLE & CONSEQUENCES 
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Constantinople (Itanbul) 


The city, and all of Turkey, are in the throes of great 
change. In 1922, Ataturk came to power, promising a 
unified nation of Turkey, but the British, French, and 
other allies have occupied Constantinople and certain 
adjacent territory since 1918. 

Recently (1920-22) the Turks have been warring with 
the Greeks, and anti-Greek feeling runs high. Anything 
untoward is likely to be blamed on subversive Greek in- 
fluence. Nevertheless, Constantinople is a cosmopolitan 
city, with room for all. Foreigners safely roam the city and 
enjoy its culture, treasures, and architecture. This gateway 
to the Orient, redolent with history and mystery, is truly a 
fitting final destination for the Orient Express. 


MONEY 


The nominal unit of currency in Turkey is the Turkish 
pound (abbreviated TL in the West). It once floated in 
parity with the British pound, but since Turkey’s defeat 
as one of the Central Powers in World War I, the present 
exchange rate is about 25% of that. By the end of the 
decade the decline becomes precipitous, to nearly 10:1 in 
favor of the pound sterling. In consequence, in Turkey, 
foreign currency is in private readily accepted through- 
out the 1920s. 


THE PRESENT CITY 


The people of Constantinople are mostly Muslim, fol- 
lowing the religion of Islam and worshiping in mosques. 
These domed edifices dot a city rightly known as “The 


City of Mosques.” Turkish culture is a very religious one, 
and cries to prayers can be heard everywhere calling from 
the minarets, those rocket-like towers which flank the 
mosques. 

Ethnically, the city is mostly Turkish. Substantial mi- 
nority populations of Jews and Gypsies, and especially of 
Armenians and Greeks exist. 

Constantinople is a city of the sea, bordered by the wa- 
ters of the Bosporus and the Golden Horn. The city is 
divided into three provinces. Stamboul, the old city, is on 
the south edge of Europe; Pera-Galata, or the new city— 
essentially the European quarter—is across the Golden 
Horn, still in Europe; and Uskiidar is across the Bospo- 
rus, in Asia. No bridge links Uskiidar with Europe until 
1973. Passage must be by ferry or private boat. 

The city is infamous as one of the dirtiest in Europe. 
Refuse includes dead pigeons, packs of wild dogs, feral 
cats, cluttered garbage, and rotting fish. Visitors often find 
this to be quite overwhelming, and the Allied occupation 
has probably exacerbated the condition. 

Because of the occupation, civil administration gen- 
erally, and police services particularly, are tenuous. The 
handful of Interallied Police mostly protect European 
property and rights; much civil authority is left de facto to 
crumbled agencies of the former Sultanate, which are un- 
systematically overseen and financed—or ignored—by 
the Allies. Unless one makes oneself most conspicuous, 
in such circumstances money prevails over justice. Many 
natives will welcome Ataturk. 
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in and seize control of both the statue and the 
cult. He arranges for the investigators to be 
present, to provide a handy distraction at the 


nor prophecies suggest that it may prompt the 
downfall of his cult. Consequently, he has been 
trying to strengthen his power by creating a 


right moment. 


SELIM MAKRYAT 


The Brothers of the Skin have a considerable 
spy network, including staff at the hotels, taxi 
drivers, policemen, and railway workers. Se- 
lim Makryat has set up Feyar, his chief spy and 
scribe, in the market place with instructions to 
attach himself to interesting foreigners. 

The leader of the Brothers senses that the 
Sedefkar Simulacrum is soon to appear, but 
fears it as well as anticipates it. Several mi- 
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During customs control, in the confusion of a strange 
city, baggage may disappear 
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Besides the often-superb public architecture and foun- 
tains, two special public pleasures here are the tea-houses 
and the baths. Rarely will women be seen in any of these; 
the Turkish woman dominates the home but rarely takes 
her pleasures outside. The Turkish baths are for both 
sexes, theoretically, and have their own designs and eti- 
quette. The tea-houses are for men: sometimes they are 
trellis-garden affairs, but most likely crammed and harsh- 
ly-lit rooms full of smoking men playing backgammon 
or chess and sipping their tea. Turks drink tea sweet with 
sugar; milk is considered an insult to good tea. 

The Topkapi Museum was founded in 1892, and under 
the able direction of Hamdy Bey became a treasure-house 
of things historic and priceless. The nearby archaeologi- 
cal museums were founded in 1836, and the Museum of 
the Janissaries in 1726. 

Technically, Constantinople does not become Istanbul 
until 1926, when the Turkish postal service so-recogniz- 
es it. However, the Turks and Islam generally have long 
called it Istanbul, taking the Greek phrase eis ten polin (‘in 
the city") as its name. The West, long under siege by vari- 
ous Islamic armies, refused to accept any enemy name for 
so historic a site even after Constantinople fell, and so the 
Western lands continued to refer to it as Constantinople 
as late as 1950, Those who prefer Istanbul should use it; in 
this supplement, the name is uniformly Constantinople. 


TRANSPORT 


Constantinople evolved for the pedestrian, and the horse 
and cart. Its streets are often narrow and crammed. It is 
almost impossible to traverse many streets in any auto- 


NA A AN A A AN A A AN AN A AN A A A AN A A AN A A A UA AL 


INA 


mobile. The hundreds of dead-ends often defy the navi- 
gational skills of lifelong residents. 

All the public transport are versions of the bus or taxi. 
The city buses and trolleys are usually crowded; the free- 
enterprise "peoples buses" are vans, trucks, carts—any- 
thing wheeled that can carry passengers. These are often 
hung with strings of blue beads, to ward off the Evil Eye. 
There are also private taxis, and those which are shared 
(dolmus). In the latter, the driver crams in what fares as 
he can, then cruises along the street or footpath looking 
for more. 


THE REPUBLIC OF TURKEY 


The Treaty of Lausanne is signed in July 1923, and the 
occupying forces begin evacuating in August. On Oct. 29, 
1923, the Republic of Turkey comes into existence. Less 
than two weeks later, Ataturk chooses Ankara as his capi- 
tal over Constantinople, reflecting his distaste for the old 
sultanate, corrupt and riddled with foreign influence, of 
which Constantinople is the living symbol. 

The new military regime controls most of Turkey. It 
threatens many aspects of former life. Veils and fezzes are 
banned; signs of the old regime are crumbling. People's 
reactions range from the fanatical to the gently philosoph- 
ic. This ancient city has seen many masters and empires 
since the ancient Greeks laid its foundation as Byzantium. 
Thus the Ottoman Empire is merely the latest empire to 
collapse; its actual presence is a fiction—the last Sultan, 
Mehmed VI, fled in 1922. 


D 
Zz 
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Skin Beast, the cult's ritualistic monster. For the 
past few weeks he has been gathering the live 
children he needs for this. 


Arrival 


The rail approach into Constantinople is one 
of the greatest in the world. The train sweeps 
around the coast, past the remains of the old 
city walls, and past the ancient Hippodrome 
and the former palace on the hill. Finally the 
Simplon-Orient Express pulls into Sirkeci sta- 
tion at 12:30 P.M. The two thousand mile jour- 
ney is complete. 


Book 4 


The investigators need to secure their un- 
wieldy baggage from the train. To this end they 
have one enemy and one ally at the station. 

The enemy is officialdom at the rail termi- 
nus, in this era one noted for failing to bother 
about such things as other peoples belongings. 
In the frantic bustle of languages and people 
that is Sirkeci Station, the final stopping-place 
of the Simplon-Orient Express, all must be or- 
dered and arrayed for customs inspection. This 
sudden, random imposition of order on chaos 
is too much for some to bear. Things get lost. 

Items belonging to the investigators, espe- 
cially the simulacrum itself, go astray without 
very careful precautions. Discussions beforehand 
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Reference 

- Sirkeci Station 

+ Imperial University 

+- The Blue Mosque 
+ Hagia Sophia 

. The Basilica Cistern 

- The Topkapi Museum 
7. The Hippodrome 
8. The Grand Bazaar 
9. The Pera Palace Hotel 
10. British Consulate 
11. The Shunned Mosque 
12. Beylab’s Baths 
13. Hotel Oasis 
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THE GRAND CITY OF MOSQUES 


with seasoned travelers or Orient Express staff 
could warn the investigators; the conversation at 
the London Train Spotter dinner included this 
information. 
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If the simulacrum does go astray, the inves- 
tigators must sort through layers of officials— 
the baggage office staff, the baggage transfer 
staff, the customs officials, the assistant station 
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Pera Palace, near the Galata 
Bridge, is the First Choice of 
Travelers 


MEGUERDITCH 
TOKATLIAN 


manager, and the station master himself. To a 
man, they promise earnestly to find the miss- 
ing baggage, and to a man they are true to their 
words, but the results are astonishingly slow 
and at first seemingly without effect. Then, 1D3 
days later, the missing pieces suddenly turn up 
at the hotel. Perhaps something from a partic- 
ular bag is missing, but probably not. The suit- 
case or trunk has just been somewhere, but 
somewhere incomprehensible to all involved. 
‘We are most happy you have been enjoying 
our great city,’ says the smiling delivery man. 

The investigators’ ally is the staff 
of the Orient Express. The fourgon 
conductors are mortified if any Wag- 
ons-Lits passenger has been incon- 
venienced. The efficiency of the Ori- 
ent Express service is demonstrated 
when all their lost belongings show 
up intact, only one hour later. 


The scribes at the Grand Bazaar. 


CONSTANTINOPLE 
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Events in 


Constantinople 1923 


In early 1923, Constantinople is still occupied by 
British, French and Italian troops. Anti-British 
feeling runs high during this time, with numerous 
newspaper reports of tensions between the occupa- 
tion force and the locals. Turkish police are reported 
to be abusive towards British nationals, and nation- 
alists order the proprietors of music halls not to re- 
serve boxes for British persons. More seriously, Brit- 
ish soldiers are shot and killed on several occasions. 
Rumors of a nationalist uprising persist through 
February. 

In early March the city is reported in the British 
press to be threatened with epidemics brought by 
numerous Greek refugees (estimated 27,000 in Con- 
stantinople and environs), with “hundreds of victims 
dying weekly”. 

In late March, the first continuous direct air route 
from Paris lands in Constantinople. 
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No matter how the simulacrum is returned, 
upon the return call for a Luck roll. If the roll 
fails, the Brothers of the Skin learn before night- 
fall that the precious statue has returned to their 
homeland, and they know also the identities of 
those who have brought it. 


ACCOMMODATIONS Anp DEFENSE 


As the investigators arrive by the Orient Ex- 
press, they probably have been pre-booked into 
Wagons-Lits own hotel, the Pera Palace, north 
across the bridge in Pera-Galata. It would be 
highly unlikely for Wagons-Lits staff not to have 
recommended this excellent hotel to first-time 
travelers to Constantinople, since it is good 
business as well. This is a standard luxury ho- 
tel with local staff and European management, 
comparable to any in Paris or London. Many 
more-modest establishments are also available. 

Especially during this scenario, the investi- 
gators must take steps to secure the simulacrum 
from theft. If in no other scenario, investigators 
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here should always fear what might happen to 
the statue in their absence. 

If the protective steps they take are too ob- 
vious, then the Brothers may be tempted to 
steal the pieces immediately, rather than wait 
for Selims plan to work. Cult attempts at theft 
should be tailored by the individual keeper in 
light of the investigators’ actual circumstanc- 
es, but the forces deployed by Selim in the old 
and new city rarely number more than a dozen; 
times are uncertain, and the military are apt to 
intervene if a large gang is reported. 

Any official depository for the statue (po- 
lice station, bank, railway check-room) may be 
learned-of by spies for the Brothers. A Luck roll 
measured against the efficiency of the methods 
employed by the party should suffice, then a 
second roll to see if the things are waylaid by the 
officials through their own ineptitude. Keepers 
should attempt to keep this kind of problem as 
an undercurrent throughout the scenario. 


FINDING A SCRIBE 


The hotel staff points out to the investiga- 
tors that the best way to ease themselves into 


CONSTANTINOPLE HANDOUT #1 


Rash of 
Missing Children 


Police Suspect Slavers 
Questioning of Greeks 


I I 
I I 
I I 
I I 
I I 
I I 
I I 
i i 
1 Today the fifteenth missing child was report- | 
ed from the city area. 
l Blatek Mayval, age 7, was taken from the | 
|. front of his father's tea house in Stamboul i 

I 
i yesterday at midday, in the midst of bustling ! 
! lunchtime traffic. i 
Police have no immediate suspects, but be- 
! — lieve that a slave ring is responsible. The citi- | 
ı zens of the city are alerted to watch their chil- i 
i dren carefully. i 
l In a round up of suspects, the police are l 
i || interviewing many Greeks, following a report || : 
(|| that this country may be the receiver of the sto- r 
: len infants. ! 
i i 
I I 
I I 
L I 
I I 
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‘Brotherhood of the skin? Never heard.' 


the city is to use a scribe, who will help them 
with general knowledge and customs, and with 
translating Turkish. Constantinople has high 
adult illiteracy; scribes are regularly employed 
to write letters and answer official queries. 

Confront investigators ignoring such ad- 
vice with a problem which requires a ready 
knowledge of Turkish or of local manners—a 
traffic jam, a stolen wallet, or an arrest as Greek 
spies could make them realize they are vulner- 
able here, and need help. 

The best place to find a scribe is in the 
Grand Bazaar in Stamboul. Its eight huge iron 
gates are drawn open at 8 A.M. Fifty acres of 
stalls stretch within the massive domed and 
vaulted halls. Everything is sold here—carpets 
and ornaments, jewelry and clothing, diction- 
aries and clocks, finely carven chests and brass 
telescopes. Strange peddlers linger in dark cor- 
ner stalls with the esoteric and the deadly. The 
investigators pass throngs of eager merchants 
before locating the scribes. As they do so, they 
see five large men, Turkish nationals, who close 
in fast. 

As the big men surge forward, they pass 
close enough to the investigators that our he- 
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The Baleful 
Influence 


The Baleful Influence intensifies now that the simu- 
lacrum is complete. Investigators should now rou- 
tinely make a characteristic roll each day to function 
normally. Keepers can vary the roll according to 
which part each owns. Here are some suggestions: 


Head Roll INT or be crippled by headaches 
and unable to think straight. 
Roll CON or be stricken with nausea. 
Roll DEX or get the shakes. 


R.Arm | Roll STR or be feeble and unable to 
lift heavy items. 

L. Leg Roll CON or be lamed. Lose 2 points 
from Move. 

R. Leg Roll DEX or experience shooting 
pains, affecting balance. 


Should one investigator own all the pieces, he or she 
is doomed, and must enact the Ritual of Cleansing 
within 100 hours or perish. For more on this, refer 
to the scenario “Across Europe”. 
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roes could mistake the men's move as an in- 
tended attack. If any investigator steps out and 
engages them in combat, the five are aston- 
ished, but fight back alarmingly well, using fist- 
icuffs and body smashes. They quickly make it 
known, however, that they are not interested 
in the foreigners at all, but in the small, young 
scribe beyond them. 

Unless intercepted by the investigators, the 
five beat the young man thoroughly, smash his 
lap-top desk, and trample his pens, inks, and 
papers. He puts up a brave fight but is quick- 
ly overwhelmed. Satisfied, they leave. If the in: 
vestigators intercede, the attackers wave them 
away and stalk off, yelling curses at the young 
man. The shaking victim gathers his belong- 
ings, attempts to repair his desk, and goes on 
with his daily business. 
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The investigators can gain an influential ally: 
the ambassador. 


FEYAR 


If the investigators got involved, the little scribe 
introduces himself as Feyar, in most excellent 
English. He is a slight and handsome young 
man with a quick alert gaze and an engaging 
manner. 

"Good people, I am sorry. These men had 
business with the government which went bad- 
ly through no fault of my own, though I was 
their instrument. They can do nothing against 
the government, so they choose to take their an- 
ger out on me. I must apologize. You seem most 
alarmed.” He is disarmingly worried about the 
investigators and offers his services. 

He is also an agent of the Brothers of the 
Skin, and the beating was staged so that he 
comes to the attention of the investigators in an 
unsuspicious way. Though an agent, he is also 
a brilliant scribe, and in that capacity is quite 
useful around Constantinople. He participates 
fully in any research the investigators do, and 
proves to be an assiduous, perceptive scholar. 

If Feyar is hired, keepers should note every- 
thing they ask him to translate, and every con- 
versation. He gives a full account to Selim ev- 
ery night. 

If the investigators don't hire him, then he 
shadows them without being spotted. 
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Research 


Once they have contracted a scribe or other 
means of dealing with the Turkish language 
and customs, the investigators are ready to be- 
ing their search in earnest. Several lines of re- 
search exist. 


THE NEWSPAPERS 


The two major local newspapers are the Orient 
and the Tanin, Turkish-language papers which 
are the best sources of Constantinople news. 
Both have their offices in the city. Weeks-old 
foreign papers can be bought at a premium, but 
they feature little news of Turkey. 

A story headed “Rash of Missing Children” 
(Constantinople Handout #1, see page 144) 
appears in the first Constantinople newspaper 


Prisoners of the Brothers 


Constantinople is the home of the Brothers of the 
Skin. They are at their strongest here. They have 
greater numbers than in any other city, and have 
spies and infiltrators in embassies and official or- 
ganizations. 

Selim Makryat has ordered the Brothers to watch 
for the coming of the simulacrum and to report it 
to him. If he receives a tip-off, he orders the Broth- 
ers to seize the investigators. Selim lays his main 
trap at Üsküdar Cemetery, but keepers need not 
wait for investigators to fall into it. 

Listen carefully to what the investigators say, and 
to whom. Consider the probable location of the 
cult's spies. If the investigators show their hand, the 
Brothers will come for them in force. 

If the investigators are captured, they are hooded 
and moved to a secret location in Stamboul, such as 
an empty warehouse or one of the cisterns. Selim 
does not take them to the Red Mosque, as he does 
not want to risk eyewitness reports of struggling 
foreigners in the area. Refer to the Üsküdar section 
and transplant the interrogation and the summon- 
ing of the Skin Beast to this new location. 
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the investigators consult. It is the latest in a se- 
ries.If the investigators search through the back 
issues at the newspaper offices, they find previ- 
ous reports of the child abductions, but do not 
learn anything more. 

The children have in fact been stolen by the 
Brothers, as instructed by Selim. They are being 
held at the Shunned Mosque. 


THE SHUNNED MOSQUE 


The newspapers carry no mention of the 
Shunned Mosque. A Library Use roll takes an 
afternoon and turns up nothing. If the roll suc- 
ceeds, the investigators feel sure that their search 
was thorough, but that there was simply noth- 
ing to find. With a successful Idea roll, it occurs 
to them that perhaps the Shunned Mosque is 
not a public or often-used name. 

With the latter in mind, they may use the 
newspapers for reports of crime adjacent to 
mosques. À second afternoon spent, and an- 
other successful Library Use roll gives them 
a candidate, the Red Mosque, near the north 
shore of Stamboul. 

The Red Mosque, long abandoned, has ac- 
quired a dire reputation as a meeting ground for 
hoodlums and worse. Those who have valuables 
avoid it. One editorial argues that it should be 
either restored properly or torn down. The Red 
Mosque is, of course, the Shunned Mosque. 


University LIBRARY 


The university, more accurately described as 
a college, is located in Beyazit Square in St- 
amboul, not far from the Grand Bazaar. The 
staff 1s helpful, especially to visiting academics. 
They are eager to promote the school as a seat 
of Turkish learning which compares favorably 
with its western counterparts. Subjects of inter- 
est to the investigators are covered below. The 
keeper should expand this to reward clever av- 
enues of research. 


BROTHERS OF THE SKIN 


As yet, no mentions of the Brothers of the Skin 
or any such organization exist, for no one has 
dared (or lived) to expose their secrets. How- 
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ever, a successful Library Use roll uncovers 
obtuse references, in histories of recent Con- 
stantinople, to a criminal cult rumored to have 
cannibalistic inclinations. These villains are 
said to gather at what the sole extant guidebook 
to the city terms “a ruined mosque, of roseate 
tincture.” 


SEDEFKAR 


A history of Constantinople mentions Sedefkar 
as a scholar of bad reputation who disappeared 
during the Fourth Crusade in 1204. 

No mention of the Sedefkar Simulacrum 
can be found. 

However, successful Library Use and Luck 
rolls uncovers mention of the Sedefkar Scrolls, 
ancient documents held in the collection at the 
Topkapı Museum. 


MOSQUES 


Investigators may think to conduct research on 
the mosques of Constantinople as a means of 
finding the true name of the Shunned Mosque. 

This is a difficult undertaking. À map from 
1910 lists more than 400 active mosques in 
Constantinople and surrounds. Some date 
from Byzantine times, and were once churches. 
Others were constructed during the Ottoman 
era. New mosques are opened every year, and 
old ones are rebuilt or fall into disuse. 

The investigators may focus on those con- 
verted from Byzantine-era sites, but unfortu- 
nately the Shunned Mosque was construct- 
ed later. Narrowing their search to mosques of 
poor reputation or disrepair will discover men- 
tion of the Red Mosque as noted above. This 
requires Library Use and Turkish, and two sol- 
id days of research to narrow down candidates 
from the long list of available mosques. 


GARAZNET 


In the Topkapi Palace (also a museum, p. 49), 
the investigators may learn the name Garaznet. 
Library Use determines that Garaznet was a 
Kurdish scholar who died some four hundred 
years ago. Little is known of him, except-that 
he left no descendants. He is buried at Üsküdar 
Cemetery. 
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THE Dewit’s SIMULARE 


The investigators may think to consult The 
Devil’s Simulare, the Latin manuscript they may 
have found in Venice. The heretic Sedefkar was 
found and killed in his Red Tower on the south- 
ern shore of the Golden Horn. The Shunned 
Mosque was built on the same site. 

With a local guide and a half-day’s tramp- 
ing the district, the investigators are able to lo- 
cate a mosque made of red bricks in the same 
area. See the section “The Red Mosque,” below. 


Gossir 


Places of learning aside, the best sources of in- 
formation in Constantinople are the markets 
and tea houses, where gossip is rife and all man- 
ner of stories old and new can be heard. 


THE MISSING CHILDREN 


There are more than twice the reported num- 
ber of missing children, since many were taken 
from very poor homes who have not gone to 
the authorities, or who have been ignored in 
their complaints. 

The freshest gossip is that the son of a 
wealthy European has just gone missing. Now 
perhaps action will be taken. 


MOSQUE, BROTHERS, SIMULACRUM 


Asking after the Shunned Mosque, the Broth- 
ers of the Skin, or the Sedefkar Simulacrum, the 
investigators face one of three responses. Roll 
1D10 each time they ask someone: 
1 —The person knows of these things, but 
is too afraid to talk, as a successful 


Psychology roll reveals. If forced or 
threatened, they flee. 


2-9 — The person honestly has no idea. 


10 — The person is an agent for the Broth- 
ers, or an agent is Within earshot. The 
investigators are marked. 


BEYLAB THE PERSPIRER 


If the investigators look for information in the 
markets, the Spice Bazaar, or the Grand Bazaar 
especially, they always hear whispers of one in- 
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fallible source of information: Beylab the Per- 
spirer. His haunt is a Turkish bath on the water- 
front, in Pera. 

Beylab, for the right price, can find out any- 
thing about anyone. Many of the voices in the 
market-place speak of him in hushed tones. He 
likes foreigners, as they pay more than locals. 
Feyar warns that the man is notorious and not 
to be trusted, but wherever the investigators ask, 
Beylab's name comes up. 

To contact him, a message should be sent to 
the Turkish bath, announcing the time and the 
day the caller will come; Beylab will make him- 
self available. This appointment must be set at 
least one day in advance. 

Beylab is a man who does not like to be kept 
waiting. If any appointment is not kept, then the 
investigators are unlikely to gain a future one. 
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THE Pouce 


The police have hundreds of unsolved cases that 
might be the work of the Brothers of the Skin, 
but they emphatically deny any such cult could 
thrive in modern Turkey. As far as the child dis- 
appearances are concerned, this is the work of 
slavers or bandits, nothing more. The more the 
investigators push their inquiries, the less ap- 
preciative the police become of their presence. 


THe Torkar Museum 


Part mosque, part palace, part treasure house, 
part place of learning, the museum is a wonder 
of Constantinople. However, the officials in the 
Museum see the Sedefkar Scrolls as a blight and 
an embarrassment, believing that they show 
the heritage of Turkey in a bad light. To even 
learn of them, the investigators must receive a 
successful Library Use roll while checking the 
museum’s catalogue. 

Importantly, the catalogue lists four scrolls 
as being held. 

To gain access to the scrolls, they must 
convince the Director, Professor Azap. He is a 
Turkish traditionalist with a generous distrust 
of foreigners, especially foreigners with Greek, 
Slavic, or British surnames. 

Mention of the Sedefkar Scrolls does not 
make him feel more favorable, but if the inves- 
tigators number among them an academic, and 
if they succeed in a Persuade roll, he agrees to 
allow them to view the manuscripts. They will 
not be allowed to study them. He will not listen 
to Fast Talk unless the investigators can some- 
how show that their study will enhance Turkey’s 
position within the world, and grant greater re- 
spect from Europeans and Egyptians. 

Alas, the tubes in which the scrolls rested 
are empty, save for a note in Turkish (Constan- 
tinople Handout #2). 

The Brothers stole the scrolls long ago, but 
the note was planted here in the last few days, to 
lead the investigators to the trap at Garaznet’s 
grave in the Uskiidar Cemetery—see the sub- 
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section below, “What Beylab Knows,” for more 
information. 

Garaznet turns out to have been a Kurdish 
scholar who died some four hundred years ago. 
Little is known of him, except that he left no de- 
scendants. He is buried at Üsküdar Cemetery. 

If the investigators check the records to see 
who last handled the scrolls, the only man listed 
is one Selim Makryat, in 1823. He is otherwise 
unmentioned in any document. 


Out At NGHT 


If investigators wish for night life, they may go 
to any of the many street cafes and enjoy the 
belly dancers, an age-old Turkish custom. Some 
night-life is less welcome. 


THE GYPSY AND THE BEAR 


At night, they are shadowed by the Gypsy and 
the Bear. The Gypsy seems innocuous at first, 
one of many street gypsies, leading his trained 
bear on a leash. However, the pair are never 
fully seen, always lurking in half-shadow. Once 
when they pass by in the street, a successful 
Listen roll catches the Gypsy’s mutter of “Take 
care, my friends” as he and his pet shuffle away. 

On each sighting after that, the Gypsy 
grows more and more disturbing. Sometimes 
he and the Bear seem to blend into one fantas- 
tic shape, or into separate but disturbing and 
haunting ones. 

The Gypsy is in fact Mehmet, and the Bear 
a strange creature he has summoned which can 
alert him to the activities of the investigators at 
all times. The statistics of the creature are irrel- 
evant, as the investigators should never see it up 
close, except in its bear-shape. The keeper may 
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! The Skinless One reclaims 
what is his. 
Cursed be Garaznet the Thief. 


CONSTANTINOPLE & CONSEQUENCES 


The investigators continually meet the gypsy with his 
bizarre bear. Something about this man is strange and 
unnerving 


hint that it could be virtually anything. His face 
disguised again, Mehmet later introduces himself 
to them as Aktar in “The Gypsy's Tale,” below. 
Aktar follows the investigators, hoping to 
rescue them from the Brothers and thus gain 
their trust. If no opportunity presents itself (if 
for example the investigators are not caught in 
the waiting trap at Üsküdar), Aktar approaches 
them directly and tells his story. See the begin- 
ning of the section “The Shunned Mosque.” 


THE BROTHERS OF THE SKIN 


On their nights out, investigators always face 
attack by the Brothers. Some Brothers are less 
subtle than others, and a darkened alleyway full 
of their master's enemies may be too tempting 
for the watchers not to attack. 
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In all such attacks now, the Brothers take as 
many investigators captive as possible, especial- 
ly those who seem to know more than the oth- 
ers, or who appear to be leaders. These are spir- 
ited to the Shunned Mosque and tortured with 
the Curse of the Putrid Husk until they reveal 
the whereabouts of the simulacrum and any- 
thing else they may know. Under such torture 
they should last all of two hours. Then parts of 
them will be cut off to provide new pieces for 
the Brothers. This should prove a nasty shock 
(requiring a Sanity roll) for the remaining in- 
vestigators when they meet someone who wears 
one of their friend's limbs (identified by a sig- 
net ring, for example). 


THe Deputy Hich Commissioner’s PLEA 


Around the British clubs and hotels there is 
word that the British Deputy High Commis- 
sioner seeks someone to look into a matter for 
him. The implication is that he trusts neither 
the agents available to him nor the Turkish or 
Interallied Police. 

If the investigators have been in the news 
(suffering attacks from Brothers, or present at 
the murder of Beylab), or if there is some rea- 
son that His Majesty’s representative to Turkey 
should know of them, then Sir Douglas may 
take it upon himself to contact them (perhaps 
the odd affair that occurred not long ago on the 
London to Liverpool line, from the optional 
scenario “The Doom Train”). In this case, they 
receive an urgent summons and a car by which 
to go to the embassy. It is in Pera-Galata. 

Sir Douglas sees the investigators at once. 
He refuses entrance to any Turkish national 
with them, including Feyar. 


SIR DOUGLAS RUTHERFORD 


The Deputy High Commissioner is a tall, thin, 
stooped man with a crooked nose and gray hair. 
He has a habit of clapping his hands together 
for emphasis while he talks. He is a stuffed shirt, 
a snob and a xenophobe, but he has the tradi- 
tional British stiff upper lip and could prove a 
staunch ally. 
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At present he is distraught. Last night his 
son was abducted, becoming the latest known 
kidnapping. Dropping all pretext, he implores 
the investigators, as fellow Westerners in this 
strange land, to help him find his boy. He offers 
them money. More importantly, with Ruther- 
ford as an ally, they can use his position and in- 
fluence in the city. 

The young Rutherford is named James, age 
9. He was last seen in the embassy garden. Sir 
Douglas suspects the involvement of the ser- 
vants, and summons the Turks if the investiga- 
tors wish to see them—these men and wom- 
en mainly clean and garden; the rest are British. 
Alert investigators (successful Spot Hidden) 
sees that one of the staff has curious scars 
around his eyes and ears. On closer examina- 
tion, the man (Kuredeff) has eyes that stare out 
blankly—dead man's eyes. He is a spy for the 
Brothers of the Skin. 

Before he can be questioned, Kuredeff tries 
to escape. Captured, he screams at them, “The 
Brothers have the boy and all the children! 
You are doomed. The Skin Beast will come. 
Soon you will sleep in the arms of The Skinless 
One.” Then the tattoo on his forearm begins to 
writhe as an automatic spell is invoked to pre- 
vent him saying too much. His mouth wrench- 
es open and the skin on his face runs like liquid 
and pours into his mouth and down his throat, 
choking him (1/1D6 Sanity points to see this). 
Rutherford thereafter spares no effort to help 
the investigators. 

The Deputy High Commissioner has a the- 
ory that the reported criminal activities around 
the Red Mosque may be linked with the people 
who have his son. The police say that they have 
searched the Red Mosque and found nothing. 
Rutherford can tell the investigators where the 
Red Mosque is, and feels that new efforts with 
the police will meet with no better results. He 
has, he admits, secret resources of His Majes- 
tys government, but this matter is thus-far a 
private one, and those worthies are commit- 
ted to certain secret activities along the sizzling 
Turko-Greek border. 
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Sir Douglas mentions that he has heard of a 
man who apparently is an amazing source of in- 
formation, one Beylab the Perspirer. Perhaps he 
might know where the children are being held. 

Concerning his son, James was playing in 
the garden when he disappeared, dressed in 
Turkish robes as he liked to wear. Rutherford 
says that his son had browned in the sun from 
his stay in Turkey and enjoyed pretending to be 
one of the street urchins. Perhaps he was taken 
by mistake. 

Then Rutherford will ponder, “If they took 
him by mistake though, what was the spy doing 
here?" Investigators may draw the same conclu- 
sion. Rutherford then realizes that these ‘Broth- 
ers, whoever they may be, must spy on all the 
embassies as a matter of routine. This should not 
mean anything to the investigators unless they 
have chosen an embassy for the hiding place for 
their statue. If so, they find upon returning there 
that anything they have hidden is gone. 


THE Rep Mosque 


The investigators may visit the Red Mosque 
(the Shunned Mosque). There is only one obvi- 
ous way in, one kept well-guarded. 

The ruined mosque has an air of desola- 
tion uninviting to tourists or pious passers-by. 
Muck and grime are thick upon the walls. Dead 
animals and rubbish clot the doorway. Two 
studded front doors, always closed, open into a 
front chamber. 

A half-dozen or more of the younger Broth- 
ers lounge about the mosque at all hours, some 
by the front door, some inside the front cham- 
ber. They give a good impression of being a dis- 
reputable street gang. They try to sell the tour- 
ists ‘nice things, goods obviously stolen. They 
discourage the investigators from entering the 
mosque. 

The front chamber, once a stirring invi- 
tation to worshipers of the One True Faith, is 
now as cold and bare as a tomb. A ragged-cur- 
tain, which may once have been a priceless Per- 
sian rug, hangs at the rear of the chamber, and 
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The pier is the meeting place for smugglers and shady characters of all kinds. Among them is a man equipped 
with pick and shovel, ready to ferry foreigners to the cemetery for proper reward 


blocks the view into the vault (or dome) of the 
mosque. 

More of the Brothers lounge here, and 
they advance menacingly on investigators who 
make it this far. The investigators had best leave. 
Nothing incriminating, nor any clue, can be 
seen in here. 

However, if the investigators are known to 
the cultists, they might make a fake show of 
bravado followed by a staged retreat through 
the curtain, allowing the investigators to enter 
the mosque. Once they do so, more cultists in 
ambush move to block the exit behind them, 
and the trap is sealed. Refer to section “Thes 
Shunned Mosque” (p. 60) and map (p. 57) for 
the description and layout. 

They find no other way into the place. How- 
ever, if they watch the front entrance for a day 
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or two, they confirm that none of the gang en- 
ters or leaves, implying that those within have 
another way in and out. See the subsection 
“The Secret Entrance,” below. In that section 
the gypsy Aktar leads the investigators through 
the cistern and up into the Mosque, but stealthy 
investigators may be able to follow some of the 
Brothers down there. 


Beylab 


Beylab the Perspirer once feared nothing, but 
the Brothers have re-educated him in this, and 
now he is happy to oblige them. The Brothers 
have had time to warn Beylab to give out only 
the information which leads the investigators 
to the trap at Üsküdar Cemetery. Selim has 
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decided that the meeting with Beylab should 
be as convincing as possible: Beylab will be 
murdered, as if the cultists are desperate to 
silence him. 

The investigators can pass word in the mar- 
ket that they wish an appointment with Bey- 
lab. A time and day is arranged, when they must 
come to a certain bath-house in Pera, on the 
north shore of the Golden Horn. 

The quickest way there is across the Gala- 
ta Bridge but that is perpetually jammed with 
traffic. This is not an issue if the investigators 
travel directly from the Pera Palace hotel, but 
if they have been conducting research on the 
Stamboul side, they will need to return. The 
keeper should press a bit here: the investigators 
were warned that Beylab demands punctuali- 
ty. They must negotiate an unfamiliar part of a 
foreign city and reach a strange destination be- 
fore an allotted hour in the afternoon. The bus- 
tle and panic of these roads will contrast with 
the eerie peace and spectral atmosphere of the 
baths they go to. 


THE BATHS 


The Turkish bath is an age-old institution, still 
popular in Constantinople. This particular 
bath is segregated by rooms (others are seg- 
regated by having female customers at certain 
hours and males at others). All customs in the 
Turkish Bath are observed equally in the men's 
and women’s sections with one exception: tow- 
els are not worn by women, who traditionally 
go naked. 

The Turkish bath is comprised of three sig- 
nificant rooms. 


> The first is the camekan, or dressing 
room, where the customer disrobes 
and later redresses. After the bath 
they may recline here and sip tea. 


> The second is the sogukluk a room where 
the bather lingers in warm temperatures 
to prepare for the heat of the steam room. 


> Finally there is the haratet, the steam 
room itself. Temperatures here 
rise to 125 degrees Fahrenheit. 
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There are five Brothers of the Skin within the 
baths. One is an attendant, and is sorting tow- 


els in the sogukluk. The others are present as 
customers within the baths, two ‘women’ and 
two men. The ‘women’ are actually male cultists 
who have been altered so as to appear female. 


MEETING BEYLAB 


On arrival, the investigators are told they can 
only enter the bath as customers, and so must 
disrobe and go into the haratet in towels to 
meet Beylab. 

Female investigators cannot meet him, be- 
cause the baths are segregated. There are two at- 
tendants and five customers in the female sec- 
tion, two of whom are cultists. The two ‘female’ 
cultists are ready to pounce on any investigator 
ready to cause trouble from her end. 

The male investigators may meet the Per- 
spirer. They enter a world without obvious 
boundaries. They begin to sweat immediate- 
ly. Steam and haze are everywhere. The floor 
and the walls are marble. Above, thin shafts 
of light filter down from star-shaped cuttings 
in the ceiling, barely piercing the mist. Thick 
hexagonal blocks called navel stones are, ar- 
ranged around the room, heated from below. 
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The bathers lie on these. Marble washing ba- 
sins stand in the corner. 

On one navel stone sprawls a grotesque- 
ly fat man, Beylab, running with perspiration. 
There are eight other customers, six genuine, 
two cultists. There are also three attendants in 
the room, massaging one customer and wash- 
ing down another with a mixture of soap and 
water. When the investigators approach Beylab, 
he hails them with one fat upraised hand. There 
is no way to be comfortable in the oppressive 
atmosphere of the baths except by lying down 
also. They can stare upwards at the false stars as 
they listen to him. 

He assures them over and over that Beylab 
knows all, ask what you will, in good (although 
heavily accented) English. 


WHAT BEYLAB KNOWS 


If asked about the cultists, the ritual, the simu- 
lacrum, the missing children, anything, Beylab 
has the same answer, prepared for him by Selim. 
He tells it very convincingly, since he thinks his 
continuing health depends on it. 


> There is a group of maniacs in the 
city who worship a lost statue. 


> Beylab has heard that this statue is 
now found. It is a fabulous treasure, 
but one capable of great evil. 


> Beylab believes that the cult is responsible 
for the recent kidnapping of dozens of 
children, for an unknown purpose. None 
have been offered for sale. (Investigators 
should be chilled at how casually Beylab 
dispenses this information, treating 
children as just another form of goods.) 


> There are cultists among the city officials. 

> The cult gathers in secret at the abandoned 
Red Mosque, across the Golden Horn 
from the baths, but they guard it well. 

> Breaking the statue will break the cult. 

> Itis said the statue can only be destroyed 
by one means, a magical ritual. 

> There is a grave of a Kurdish scholar, 
Garaznet, in the ancient cemetery of 
Üsküdar, on the Asian side of the city. 
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The ritual lies within it, for this cult had 
its enemies, and this man was one. 


> The ritual and the statue are two- 
faced: they can be employed for good 
or evil. The Kurd knew the good path. 


> People tend the graves at the 
cemetery during the day. To break 
into Garaznet's tomb, go in the 
night, with picks and shovels. 


BEYLAB IS SILENCED 


Beylab stops. The clattering of clogs on stone 
echoes as customers move about in the haze. 
Figures can be seen dimly, weaving to and fro. 
Beylab reaches down, to scoop out cool water 
over himself, but a cultist attendant suddenly 
jumps up behind him and cuts his throat from 
ear to ear before he can speak another word: 
lose 0/1D4 Sanity points to witness this. 

The assassin leaps down from the navel 
stone. Investigators making a Listen roll hear 
the roar of flames from below. They have one 
round to get off the stone before great gouts of 
flame rip up from beneath and curl around the 
stone, incinerating the massive Beylab where he 
lies in his death throes. 

The customer cultists continue to act their 
roles, unless the investigators show signs of pur- 
suing the escaping Brother. A successful Spot 
Hidden allows any investigator who is looking 
at the other customers to see the scars around 
the dead parts of the unclothed Brothers. These 
are fingers and ears in the case of the males, 
much more in the case of the females. 


THE BEYLAB-THING 


The flesh of Beylab slides off the stone, leav- 
ing behind its dripping skeleton, the separating 
bones tilting and clattering to the marble floor. 
In the punctuated silence, the new thing of flesh 
heaves and shakes as it wriggles steaming and 
molten across the floor. In just seconds it has 
become amalgamated and spreads carpet-wide, 
a vast red-mottled wrinkled surface pouring up 
and across intervening stone platforms, plainly 
purposeful, sensate, and malevolent. Sanity loss 
to see this is 1/1D8- 1 Sanity points. 
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It splashes and wraps itself around the feet 
and ankles of the investigators, scalding and 
burning as it ascends to their calves and knees. 
Up to three investigators can be attacked. If tar- 
geting only one investigator, it covers him in 
three rounds and stays until the target is dead, 
then seeks another. 

A successful Natural World roll suggests 
that anything which burns might be dismayed 
by water; Beylab's basin of water still rests be- 
side his gleaming skeleton. The Beylab-Thing 
must lose 30 hit points of damage before it dis- 
solves into lumps of inanimate flesh. Nominal- 
ly, 150 SIZ points of water must be poured on it 
before it expires. If the keeper likes, a pool can 
be handy whereto (with suitably horrible sac- 
rifice) the victim's companions can drag man 
and monster, and there plunge both in. 

If the investigators choose to flee rather than 
fighting the Beylab-Thing, the hideous screams 
of the remaining innocents cause a Sanity loss 
of 1D6 points for each investigator. 


Usküdar 


No bridge spans the Bosporus in the 1920s. In- 
vestigators can cross over to Üsküdar and the 
cemetery there by means of the ferry, or by hir- 
ing their own boat. 

The ferry runs every two hours until 11 
P.M. Passage either way takes one hour. For- 
eigners boarding the ferry with picks and shov- 
els will look suspicious, and could attract the 
interest of the police. If the investigators wish to 
excavate in private, they choose the last service, 
and remain on the south shore until morning. 

Hiring a boatis much more private, but com- 
paratively expensive. A motor launch with cap- 
tain hired for six or eight hours costs nearly £10. 


HAKIM 


At the docks is a seedy fisherman, Hakim. He is 
of dubious repute, but he regularly takes a mo- 
torized fishing launch into the Sea of Marmara. 
If he sees digging equipment and lanterns, he 
asks no questions but doubles his fee to around 
£20, explaining that the wise and circumspect 
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effendis forgot to inform him of the true risk he 
would run. 

Hakim is burly and big bellied, with shifty 
eyes. If he thinks the passengers are weaponless 
fools, then he and his unsavory crew of three at- 
tempt to murder them on the way across, dump 
their weighted bodies into the Bosporus, and 
then sail home for a profitable night's sleep. 

Hakim is a businessman first. If things look 
a little dangerous, and the investigators have 
not told him what may happen, he will likely 
abandon them on the Üsküdar side. At the very 
least, he reckons that he deserves additional pay. 

Crossing the Straits, call for Spot Hidden 
and Luck rolls. A success in both detects an- 
other small fishing boat, on a course rather like 
their own. At all times the craft stays well out of 
their way. It is Mehmet Makryat. 

The smaller boat drops back as Hakim 
reaches the shore, and remains at sea. 


"THE CEMETERY 


Presumably the investigators have brought 
someone who can read Turkish and Arabic, or 
have received very careful instructions from the 
staff at the Topkapı Museum. Perhaps Hakim 
could do this if no one else comes forward, but 
the investigators deserve to pay dearly for his 
services, and must meekly accept his sudden 
pomposity when he becomes chief scholar in 
the party. 
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Monuments of Christian and Islamic faith 
rub shoulders by section. Many of the stone 
plaques and markers are of great antiquity. The 
cemetery is huge. Finding the actual grave of 
the Kurd takes careful exploration. The win- 
ter weather, chill ocean, and the fantastic dark 
shapes of the monuments combine to make a 
bleak weirdness appropriate to grave-robbing. 

Locating the Kurd's gravestone takes 1D3 
hours. It is hemmed in tight by other, later plac- 
es of rest. Garaznet's mausoleum is of antique 
carven stone worn almost smooth by time, then 
seemingly overblown by the dust of centuries. 

Mourners walk among the graves during 
the day. If the investigators begin excavating at 
once, police are called. They had best wait un- 
til night. 


EXCAVATION 


Access is difficult due to the tightly-packed 
gravestones, and only two investigators can dig 
at once. However, if one of the two diggers re- 
ceives a successful Natural World or Science 
(Geology) roll, he or she notices that the earth 
is not compacted as it should be, though it 
shows no overt sign of disturbance. A success- 
ful Track roll could also raise this problem. Per- 
haps someone has made an attempt to tidy the 
area sometime in the more recent past. 

Meanwhile, in the dark, the Brothers are 
coming. With their dead men's eyes they stay 
well back out of range of torch light, listening 
for their signal —the moment when the investi- 
gators start screaming. 


COMPANION-TO-THE-DEAD 


As the shovels strike the stone box within 
which Garaznet was lain, the investigators hear 
someone approach. Among the jumbled stones 
shambles a figure strange in the yellow beam of 
the lamp, a man with loose folds of skin hang- 
ing from his body, dressed in rags, and showing 
bared teeth. It gibbers as it comes. 

If Hakim or Feyar is present, he identi- 
fies the figure as a beggar, a demented old fool 
known as Companion-to-the-Dead. He lives 
in the cemetery and babbles constantly to the 
spirits who, he is certain, are restless and need 
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placating in their loneliness. He is harmless, 
and hops upon a gravestone and watches their 
digging with bright eyes and many interjec- 
tions in Turkish. He whistles a half-tune. “They 
are restless tonight. Oh yes. They move in great 
numbers.” Though no one could tell, he refers 
to the Brothers, busy setting their trap, and not 
to the dead. 

As the investigators clear the area, prepar- 
ing to raise the gigantic stone slab overlaying 
the supposed remains of Garaznet, Compan- 
ion-to-the-Dead encourages them, cackling 
and clapping his hands. “That's what he needs. 
That's the way. Get closer to him. Keep him 
company!" He keeps this up until the investi- 
gators wedge their picks and begin to prise up 
the lid. Then the old man shrieks, “Don't let 
him out!" Companion-to-the-Dead lunges at 
the nearest investigators, fighting like a demon, 
but only a very weak demon. Once they have 
shoved or beaten him away, he squats behind a 
stone and hisses menacingly. The investigators 
are free to attend to their prize. 


GARAZNET REVEALED 


An overwhelming stench rises up as the inves- 
tigators slide open the sarcophagus— Constitu- 
tion rolls are necessary to avoid spending the 
next round paralyzed with nausea. Astonish- 
ingly, within is a bubbling vat of flesh. Alas, 
while it is the wrong body, it's the right grave— 
Garaznet's remains have long-since gone else- 
where. What's inside is a Thing planted there 
last night, formed from a random abductee. 

The Grave Thing has been instructed to 
grab a single investigator and hold the victim 
for the Brothers to gather up. Selim assumes 
that the victim's friends will stay to help, thus 
dooming them also. 

The statistics of the Grave Thing are identi- 
cal to the Beylab- Thing. It will be much harder 
to kill in this vast, waterless, grassless cemetery. 


THE Trap SPRUNG 


Forty Brothers wait in the darkness beyond, 
enjoying the joke but not the cold, biding their 
time to see a fresh holy miracle of The Skinless 
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One, and thereafter capture for dismember- 
ment the infidels so-nominated by Him. While 
the investigators engage the Grave Thing, the 
Brothers spring from hiding and seize the tres- 
passers. They rise from behind stones on all 
sides; to startled investigators it seems as if the 
dead have risen everywhere. 

Armed and in overwhelming numbers, the 
Brothers strive to capture their foes, then herd 
them through the graveyard toward where yet 
more Brothers wait. 

If any investigators are to escape, they may 
need to abandon any comrade held fast by the 
Grave Thing. Assume two cultists to every in- 
vestigator, with more arriving each round. The 
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Brothers use fighting ma- 
neuvers to grapple and pin 
the investigators. 

If the investigators 
make for Hakim's vessel, 
they find it moored out in 
the water and no amount 
of yelling will make Hakim 
(or whoever is operating 
it) come in. Investigators 
swimming out find that the 
Brothers got here first, kill- 
ing all on board and tak- 
ing what limbs they desired 
(lose 1/1D4 Sanity points). 

If the investigators 
raise the alarm, three Turk- 
ish police appear, and at- 
tempt to calm them down 
while listening to their sto- 
ry. Alas, they too are cult- 
ists, stalling for time while 
their Brothers encircle the 
investigators again. 

Perhaps some escape. 
Let them. The cultists only 


need one. 
CAPTIVES OF SELIM 
+ Captive investigators are 


brought into a circle of 

cultists, disarmed, and tied 

securely to ancient stone 
grave monuments. Any weapons are tauntingly 
placed just out of reach. 

The circle parts to admit six cultists car- 
rying a large oilskin-wrapped bundle between 
them. The bundle bleats, squirms, and whim- 
pers. Following this, four more men bear in Se- 
lim Makryat on a chair supported by poles, and 
stand motionless under his weight. Though 
never introduced, this Makryat is old and shriv- 
eled. He glares down at the investigators from 
his makeshift throne. 

Through a translator, he quizzes them on 
the location of the simulacrum, if he does not 
know already, and about the location of the 
Scroll of the Head. 
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If they refuse information, he systematically 
casts Curse of the Putrid Husk on them, a new 
spell described at the end of this chapter. Al- 
most certainly at least one investigator is driven 
insane, and babbles everything. 

Having learned what he wishes to know, 
Selim scowls at the investigators. “You are fly- 
specks beside men of knowledge, and worth 
nothing to our cosmic lord. You shall die ap- 
peasing our master, The Skinless One, and he 
shall look favorably upon me when I assume 
the mantel of the Sedefkar Simulacrum. Your 
agony will satiate his lust to revenge your auda- 
cious meddling.” He then begins the spell Cre- 
ate Skin Beast. 


THE SKIN BEAST 


Unwrapped, the oilskin bundles reveal twelve 
writhing children, alive but in horrible tor- 
ment. They have been literally sewn together 
with stout twine—almost randomly by limb, by 
torso, by nose or ears. Wherever sufficient skin 
might be pulled away from a body, there it has 
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been stitched to another child. A few pitiable 
victims snivel and wail, but most kneel dazedly, 
beyond all belief, reason, or tears. 

The sight is shocking, but some clinical 
part of the investigators’ minds might deter- 
mine via Spot Hidden that James Rutherford 
is not among them—not that that in any way 
reduces the impact of the terrible suffering of 
those children present, or the monstrosity of 
the crime. 

Three large tubs are brought forth. Ges- 
ticulating cultists gather around each. The air 
crackles with dark magical energy, and soon 
the contents of the vats are heard to sputter and 
hiss. A smell rises up which reminds the investi- 
gators of the Beylab-Beast. In the tubs is human 
flesh, heated to melting with Melt Flesh spells. 
The contents are then poured over the scream- 
ing children. 

As the greasy, scalding flesh envelopes 
them, Selim chants the words of the spell, ac- 
companied by those Brothers whose dead 
men’s tongues can chant the unutterable secret 
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syllables that accompany the casting. The hot 


flesh melds the obscene mass into one. As it set- 
tles over the children, all that can be seen are 
their maddened staring eyes, and their mouths 
through which shoot tentacles of skin. The 
whole entity begins to undulate, and arms and 
legs of the children poke through the harden- 
ing crust of flesh. It is upon these limbs that the 
now-formed Beast begins to slowly move, al- 
ways toward the horrified investigators. 

Sanity loss to witness the entire despicable 
creation of the Skin Beast is 1D3/2D6+4 San- 
ity points. 

Selim Makryat gives the order to depart, 
disappointing the cultists who are eager to 
see the Skin Beast devour their enemies. Se- 
lim wants the simulacrum, and sees no need to 
wait. Investigators whose eyes are not glued to 
the approaching Skin Beast notice something 
dark and winged whisk Selim from his chair 
and away across the Bosporus into the night. 
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EscAPE 


The hapless investigators have several ways to 
free themselves from the horror bearing down 
on them, and the keeper will think of others. 


> They might burst their bonds, in a 


feat of strength. Each investigator may 
have one Strength roll only, at Hard 
difficulty. If the roll is pushed and failed 
a second time, that investigator strains 
too hard for 1D3 hit points of damage. 
Companion-to-the-Dead may pop up and 
cut them free, gibbering and spitting at 
the Skin Beast. “Nasty. Nasty. Foul oh yes, 
yes! They're not laughing, not laughing!" 
Just as the Skin Beast is set to pull off 
someone's face, a dreadful roaring 

comes and a bear lumbers out of 

the dark and attacks the Beast. The 

two fight, and the bear is inexorably 
overwhelmed and drawn into the 
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Skin Beast's mass. While it is engaged, 
though, the investigators may flee. 


> As they escape, some of the departing 
cultists realize that things have gone 
awry, turn back, and give chase. Ahead 
a figure beckons to the investigators, 
encouraging them in his direction. If 
they follow him, he leads them straight 
to his boat, which is hidden among 
rocks on the shore. It is Mehmet, as 
Aktar the gypsy; that was his ‘bear. 


> If Feyar is still with the investigators, 
then Aktar the Gypsy exposes him as 
a spy, and urges prompt disposal. 


Though the Bosporus is calm, keepers may 
want to keep things tense by causing Brothers 
to pursue the investigators on the return trip. 


The Shünned Mosque 


Reaching Stamboul, Aktar takes the investigators 
to a tiny cluttered room. There the gypsy settles 
them and offers tea and bandages. He identifies 
himself by telling “The Gypsy’s Tale; below. 

If the investigators have only encountered 
Makryat as Professor Smith, no resemblance 
is noted. If they met him briefly at the Chal- 
lenger Lecture, or if Makryat has played his 
hand during the campaign to help them (per- 
haps against Fenalik), Aktar reminds every- 
one of someone they have met, but are unable 
to remember who. If the players are the sort 
who will chew endlessly on this minor clue, 
consider reducing Makryat's POW by 5 to let 
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What if the Simulacrum is 
Not in Constantinople? 


Canny investigators may have hidden some or all 
of the Sedefkar Simu- 
lacrum in another city. 

Some advice to keepers PES 

was offered in the "Re- 

possession" chapter in 

the section "Simulacrum 

Contingency Plans.” 

If Selim captures the 
investigators but the com- 
plete simulacrum is not 
present in Constantino- 
ple, he changes his plans. 

The investigator driven insane by the Putrid Husk 
will reveal the location of all pieces, wherever they 
may be. Selim directs his Brothers both here and in 
other cities to retrieve the statue. This may take days, 
or even weeks. 

Until he has the precious statue, Selim keeps the 
investigators hostage in case he needs to question 
them further. Instead of leaving them to the tongues 
of the Skin Beast, all are transported back to Stam- 
boul and imprisoned in the minaret prison in the 
Shunned Mosque, seemingly to rot there forever. 
Professor Smith is imprisoned in a different tower, 
and they do not meet him. 

If some investigators have escaped, they may be 
able to stage a rescue. If all are captured, some time 
later they are released from the minaret by Aktar the 
gypsy. He creeps up to their cell during Selim’s cer- 
emony to don the complete simulacrum. Aktar whis- 
pers his story, and then together they go downstairs 
to disrupt the ritual, as described in “The Mosque” 
section below 
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him disguise himself with Control Skin—his 
POW always rises to 125 when he dons the 
simulacrum. 


THE GYPSY'S TALE 


Aktar tells the investigators the following. In 
parts he becomes angry, and at other times 
his eyes flood with tears. It is a convincing 
performance. 
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> Aktar is not a gypsy at all. He is 
a Turk, disguised as a gypsy. 


> He spies for Ataturk, looking out 
for those who would destabilize 
the coming Republic of Turkey, 
or foment war against Britain. 


> Aktar spied upon the men who 
pursue the investigators. He 
saw them kidnap children. 


> He reported their activities to the police, 
but somehow they stayed out of trouble. 


> They came looking for him. He 
avoided them, but they took his 
daughter, his only child. 


> He followed them into their hideout, 
entering via a nearby 
cistern, desperate 
to learn where his 
little girl was kept. 


> He found her. He wished 
he had not. They had 
done terrible things to 
her. Taken things from 
her... she did not survive. 


> He burns for revenge, 
but cannot trust the police. 


> He saw his enemies hunting the 
investigators, and began to follow at 
a distance. They should join forces 
and destroy these evil men. 


THE NEXT MOVE 


Taking stock, the investigators realize that the 
simulacrum is or soon will be in the hands of 
the Brothers. They must act fast. If the investi- 
gators hid each segment separately, then keep- 
ers may wish to stage a pitched battle for one 
or two pieces by having the cultists and the in- 
vestigators arrive at the same time. Naturally 
the Brothers have superior numbers. 

Such attempts at preservation or delay 
presumably concluded, Aktar advises that they 
go at once to the kidnappers' hideout in the 
Red Mosque. He knows a secret way in. Once 
they have seen with their own eyes what goes 
on in there, he wants them to prod the British 
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and French to intervene, since they will not re- 
spond to his incredible story, and the local po- 
lice cannot be trusted. 

If the investigators are loathe to trust him, 
Aktar eventually reveals to them the secret en- 
trance to the Shunned Mosque and then en- 
ters there himself as a cultist, ready to reveal 
the presence of the investigators. 


THE SECRET ENTRANCE 


The gypsy's secret way is through a huge flood- 
ed Byzantine cistern, covering two and a half 
acres and originally built by Justinian to pro- 
vide water for his fountains. Aktar leads them 
there through rough and 
dark streets, avoiding thieves 
and packs of dogs. Then a 
small stone staircase leads 
downwards. These steps lead 
to further stairs, dank and 
musty and, far below, the 
sound of lapping water. 

The stairs simply contin- 
ue into the water, but tied to 
an ancient rung, waits a small boat, capable of 
seating six. Taking the oars, Aktar sends them 
gliding silently through a world of dark water. 
Above, fluted stone columns join at the top in 
huge archways. At the furthest column, even 
a successful Spot Hidden would detect noth- 
ing unusual, but Aktar reaches up and slides 
his dagger into a small crack in the center and 
gradually levers out a door of stone about two 
feet square. Behind it, a narrow spiral staircase 
leads down. One by one the investigators are 
boosted up and in, giving a hand to Aktar, who 
ties the boat to the open door. 

If anyone asks how much further down they 
must travel, the gypsy answers simply, “To Hell 
my friends.” At the bottom of the long, stifling 
stairs, a stone shaft about five feet high runs out 
horizontally from them. Before they reach the 
end of this tunnel, they begin to smell some- 
thing rotting. The lanterns reveal that the walls 
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Mew Spells 


ANIMATE FLESH THING 


Cost: 1 magic point per 5 SIZ points animated; 1D6 
Sanity points 


Casting time: 3 minutes 


This spell can be used to animate dead skin and flesh, 
stripping it of bones and recognizable organs, trans- 
forming it into a thick, fleshy rug which can move to 
capture or attack. 


The Thing so-created can either attack or capture; see 
the Beylab-Thing for its specific characteristics. 


Created, Flesh Things have uniform statistics and ca- 
pabilities, though the Sanity points and magic points 
needed to make them vary with the subject corpse used. 


CALL AVATAR OF SKINLESS ONE 
Cost: 6 Sanity points; 12 magic points; 5 POW 
Casting time: 680 seconds 


Invoking the dread 680th name of Nyarlathotep, the 
caster causes an artifact or living being to become pos- 
sessed by an avatar of The Skinless One for one day, or 
until the caster shall dismiss the avatar, or die. If the 
object into which the avatar is summoned is inanimate, 
it takes on certain characteristics of life, including its 
own will; if animate, it takes on certain characteristics 
of dead matter, including invulnerability to pain and 
shock. 


The characteristics of 500 CON, 75 INT, and 100 POW 
never change; movement is always twice that rate pos- 
sible before possession. Other characteristics and func- 
tions vary with that which is possessed, including San- 
ity loss to see, which is never more than 1/5th in points 
of the avatar’s apparent SIZ. See the “Across Europe” 
chapter for the portrayal of it as a locomotive. 

Once called, the avatar always adopts and magnifies the 
tendencies of that which it is possessing, thus it makes 
a stronger, speedier locomotive in the adventure. But to 
do so, it always finds a way to cause or promote death 
and destruction—the avatar is inherently evil, and only 
evil comes of it. 


CALL SKINLESS ONE 
Cost: Up to 100 sacrifices 
Casting time: 1 day 


Calling The Skinless One is a major exercise, and one 
which Selim resorts to no more than once per decade. 


Freshly flayed corpses must be offered, and each cadaver 
adds a 1-percentile chance of success: thus 35 sacrifices 
grant a 35% chance. Exactly 100 magic points must also 
be expended. If the roll fails, The Skinless One may yet 
materialize to collect the sacrifices, and takes that num- 
ber again from among the worshipers (in the case of 
the example, 35 cultists would be taken as well). If The 
Skinless One comes, all present lose 1D10/ 1D100 San- 
ity points. 


CONTACT SKINLESS ONE 
Cost: 2D10 magic points; 1D10 Sanity points 


Casting time: 1 hour 


To contact The Skinless One, a fresh-skinned corpse 
must be available. The Skinless One manifests in this 
corpse and, before the corpse liquefies and evaporates, 
answers no more than three questions. Sanity loss for 
viewing this is 1/1D10 Sanity points; seeing The Skin- 
less One costs an additional 1D10/1D100 Sanity points. 


CONTROL SKIN 
Cost: 5 magic points; 1D6 Sanity points 
Casting time: 2 rounds 


This spell allows the caster to meld, bend, and alter the 
skin of one general body area per casting. Areas cor- 
respond to the parts of the Sedefkar Simulacrum: head, 
torso, right arm, left arm, right leg, left leg. The spell can 
change the appearance of a body area or areas enough 
to make an individual unrecognizable. The caster must 
succeed in an opposed POW roll unless the target is 
willing. 

By spending 30 magic points, the entire body can be 
controlled. Ordinarily the spell affects the skin for 15 
minutes, after which the skin reverts to its natural state. 
If 5 POW is expended along with the 5 magic points, the 
spell is permanent until undone with a second casting. 


The Brothers of the Skin use the spell as reward, pun- 
ishment, and tool. It is essential to them. 


CREATE FLESH CREEPER 
Cost: 1D10 Sanity points; 5 POW; 3 magic points 
Casting time: 1 round 


A star-shaped lump of raw flesh must be hacked from a 
living human for a flesh creeper to be created. All flesh 
creepers have identical statistics. 
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NEW SPELLS, CONTINUED 


The spell empowers the flesh to be animate and seek 
out a magically-designated victim. The caster must 
know the appearance of the target, and know his or her 
approximate location. 


Once the victim is found, the flesh creeper leaps onto 
the victim's face and grafts instantly to the skin around 
the nose and mouth, sealing shut the victim's airways. 
Once in place, normal asphyxiation rules apply. After a 
victim dies, the creeper can detach and seek new prey 
until the caster's POW x minutes have passed: then the 
flesh creeper dies. 


CREATE SKIN BEAST 
Cost: 120 magic points; 5 POW; 1D20 Sanity points 
Casting time: 10 minutes 


As an act of piety and discipline, this spell is cast only 
on special occasions. It creates a short-lived creature 
which absorbs living targets as instructed. One dozen 
children are sacrificed to make it. The spell Melt Flesh 
is needed to provide additional mass and to meld the 
mass into one. 


CURSE OF THE PUTRID HUSK 
Cost: 10 Sanity points; 10 magic points 
Casting time: 1 round 


This spell is one of terrifying illusion, and after re- 
peated applications can drive a target insane. To take 
effect, the caster's POW must overcome the victim's 
POW with an opposed roll. Curse of the Putrid Husk 
makes the victim feel as though he or she is inside his 
or her skin, wearing it like a suit of armor. The skin 
then seems to rot and corrupt, so that the victim feels 
it outside and inside. His or her outward appearance 
appears to deteriorate swiftly, so that great rents and 
tears occur through which internal organs begin to 
tumble out, after which the target always faints for 
a few moments. None of the damage (except for the 
faint) is real, but the Sanity loss to the victim is always 
1D10 points. The spell's entire cycle of effect takes 
about 20 minutes; to cast, the spell takes only a few 
seconds. 


Experienced a second or additional times, the spell is 
always as terrifying as the first time, though details of 
the illusion will be different. 


As described, the illusory effect of the spell is apparent 
only to the target. For an extra 5 magic points, the illu- 
sion of the spell affects everyone; observers lose 0/1D6 
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Sanity points as well. 


For 20 Sanity points and 25 POW, the caster can make 
the appearances of the spell actually happen. After 
twenty agonizing minutes, death occurs. 


The target has no way of knowing which version of the 
spell has been cast on him or her. 


DETRANSFERENCE 
Cost: 10 magic points; 10 POW 
Casting time: One round 


Oppose the caster's POW against the target's POW. If 
the caster succeeds, then the spell reverses any Trans- 
fer Body Part spells connected with the target. The 
borrowed organs and members appear in the caster's 
hands, sodden and rotting. Bereft of vital organs, the 
target quickly dies. 

The spell costs no Sanity unless it succeeds, in which 
case the rotting parts appear in the caster's hands—that 
costs 1D10 Sanity unless the caster has experience as a 
doctor or nurse. 


MELT FLESH 


Cost: 1D4 Sanity points; 1 magic point per 15 SIZ 
points of flesh 
Casting time: Five minutes 


This spell heats dead flesh to its melting point in one 
combat round. If used on animate flesh, cost is instead 
5 POW per 15 SIZ points, and the victim's POW must 
be overcome with an opposed roll. Seeing the flesh melt 
off a friend's bones costs 1/1D6 Sanity points. 


PREPARE CORPSE 
Cost: 1D6 magic points; 1D8 Sanity points 
Casting time: 15 minutes 


This spell neatly de-bones a cadaver, eliminating all 
bone and cartilage, allowing the flesh to be stored away. 
Since it can be cast only on entities without POW, it 
achieves nothing against the living, or against undead 
such as vampires or zombies. 


SKIN OF THE SEDEFKAR 
Cost: 10 magic points; 1D3 Sanity points 
Casting time: 1 round 


Provides the caster with magical protection equivalent 
to possession of the empowered Sedefkar Simulacrum. 
For twenty-four hours after casting the spell, the sub- 
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NEW SPELLS, CONTINUED 


ject is protected against all kinetic attacks by 10 points 
of invisible magical armor However, each attack reduc- 
es the armor by 1 point; e.g., after two bullets, the spell 
stops only 8 hit points of carnage. 


SKIN WALKER 
Cost: 1D6+2 magic points; 1D4 Sanity points 


Casting time: 3 rounds 


This spell causes a specified grave to open, and the skin 
of the body within to rise, retain humanoid shape, and to 
follow some simple instruction. Used in attack, the Skin 
Walker crawls onto the face of the target and attempts to 
smother him or her—use the damage rules for drowning 
to play it out. 


All human skins nominally have STR 60, but keepers 
may raise and lower this figure according to recentness 
or ancientness of the corpse, whether or not it was em- 
balmed, and the wetness or dryness of the grave. To 
pull the smothering skin off, the target must success- 
fully oppose the STR of the Skin Walker. Succeeding, 
the target takes 1D3 damage to his or her face. At the 
keeper's wish, or perhaps if a Luck roll is failed, pulling 
it off also costs 5 APP. 


All physical characteristics are 60 each, with POW 5. San- 
ity loss to view the Skin Walkers is 0/1D6 Sanity points. 


TRANSFER BODY PART 

Cost: 1D10 magic points; 1D10 Sanity points; 5 POW. 
(If the victim is already dead, cost is 10 POW.) 

Casting time: 1 hour, plus as many minutes as magic 
points expended 

This spell allows the caster to transfer a body part be- 


tween two bodies. There is no requirement that or- 
gans or limbs be interchanged. If one of the subjects 
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of unblemished stone are now coated with a 
black ooze. The tunnel ends at a door. 


BELOW THE SHUNNED Mos QUE 


THE TOMB 


Through the door is a tomb, lit by a flickering 
greenish glow. Here are buried the revered dead 
of the cult. Hideous carvings represent the se- 
cret services of those servants of The Skinless 
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is unwilling, the caster must succeed in an opposed 
POW roll. 


The Brothers stake out particular victims for prize 
pieces of anatomy, e.g. an athlete's legs, a boxer's fists, 
a diver's lungs, a pianist's hands, etc. The many dis- 
gusting variations inherent in this spell need not be 
detailed. 

Preparing for and effecting the spell takes about an 
hour, including the magical thread. Since the proce- 
dure is often clumsy, the caster usually casts the spell 
on a second Brother, and helps effect the actual trans- 
fer. More complicated transfers carry heavier costs: 
100 magic points are needed for Transfer Head, for 
instance. 

To return to an original body part requires casting a 
similarly-arranged spell, Detransference, to achieve. 
The Jigsaw Prince, in the "Across Europe" chapter to 
come, knows it, as does Selim in this chapter. 


TURN TO SKIN 
Cost: 1 magic point per 50 points of SIZ; 5 POW 
Casting time: 5 minutes 


This spell turns a non-living surface or artifact to skin 
and flesh; an action done primarily as religious homage 
to The Skinless One. The caster can only call on such 
SIZ as has previously been flayed from victims dedicat- 
ed to the Skinless god, and thus in that way quantifies 
piety. 

This unconscionable activity creates the Skin Beast, 
which lives for one hour, and then dissolves into pu- 
trescence. 


Sanity loss to witness this is 1D3/2D6+4 Sanity points. 
Additional description of the creation occurs in the 
“Üsküdar” section of this scenario. 


One. Glancing up, investigators can see small 
apertures in the ceiling. Aktar warns that noise 
here will reverberate up into the main dome 
of the mosque—they must be silent. A small 
doorway leads to an antechamber beyond. 


THE ANTECHAMBER 


A guard waits here. His eyes and knife hand 
are sewn-on additions. He must somehow be 


silenced. 
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The antechamber is a small room; it holds 
some 200 scrolls for cult burial services. Most 


of these are gibberish, but receiving a success- 
ful POW roll at Extreme difficulty, an investi- 
gator examining the scrolls closely can find one 
that actually contains the spell Prepare Corpse, 
a cult spell which de-bones the body, allow- 
ing the flesh alone to be stored in massive urns 
which in turn are buried in the tomb beyond. 
From here, steps lead up to the Preparation 
Room above. 


THE PREPARATION ROOM 


A room little bigger than a closet, there is 
enough space here to walk around, look at the 
wares, and then leave again. 

Here sit cult preparations, boxes of can- 
dles, bottles of minerals, and jars and vials of 
potions used in magic and in the treatment of 
their dead. 

Cult surgical equipment is here also, and in- 
vestigators who have been subjected to a cult 
transplant require Sanity rolls, losing 0/1D6 
Sanity points (such as an investigator who lost 
an eye in Sofia). Failing the roll, those investiga- 
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tors might manifest signs of previous insanities. 
There are two kinds of surgical tools: non-cult- 
ists get the ones which are stained and pitted 
with rust and dried blood; cultists get the per- 
fectly maintained gleaming steel implements. 

Alongside the tools, racks of earthenware 
jars hold strange concoctions. An investigator 
drinking of them dies immediately (lethal poi- 
son, 4D10 damage, half if an Extreme CON roll 
is made). These are embalming potions, for the 
rituals needed for making use of non-cult dead 
skins and limbs. 

The door out is merely a curtain, and the 
way leads into the mosque proper. 

There is another chamber directly next 
door, but this must be reached from the Mosque 
hall, as there is no connecting door between the 
two rooms. 


THE DEAD PARTS ROOM 


A cold light emanating from a blue lamp lights 
the room, which holds dead parts of victims. 
This room is a locker of organs and limbs wait- 
ing to be sewn into bodies of living cultists. A 
similar room exists at the opposite end of the 
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mosque. Both rooms have a stale smell, but 
not the odor of decay normally associated with 
dead things. The blue light is the cause of this: 
anyone disturbing it or extinguishing it wit- 
nesses the immediate and utter corruption of 
every tissue here. This horrific and overwhelm- 
ing reminder of mortality requires a Sanity roll: 
lose 0/1D3 Sanity points. 


TWO MORE BODIES 


The following grisly AZ 
discovery relates to the | 
sub-plot Perfect Skin: 

The skinned body 
of a young woman 
hangs from a meathook 
in the corner. Sanity loss 
is 0/1D6. A Spot Hidden notices a pearl neck- 
lace discarded on the floor. An Appraise deter- 
mines that the necklace is worth at least £300. If 
the investigators met Evelyn Drake on the Ori- 
ent Express, an INT roll recalls that these pearls 
belonged to her—she had been wearing them 
when they last met. This is her corpse. 

Charles Drake's corpse is nowhere to be 
found. His fate will remain a permanent mystery. 


THE Mosque 


From here on, the investigators are in the 
mosque proper. The mosque is packed with 
cultists. The preparation for the ritual of the 
Sedefkar Simulacrum is already underway. 
Mehmet/Aktar is delighted. 

All up the arcades and beneath the hall of 
the mosque are Brothers, over three hundred 
in number. The investigators can creep out into 
the great hall and join the throng of cultists, 
provided they dress casually or inconspicuous- 
ly. The air of enthusiastic expectation is so great 
that the investigators find it easy to mingle, as 
the crowd fixes its eyes on one point. 

That area, beneath the great dome, is empty 
save for a stone column with six niches carved 
into it. The arrangement of the niches resem- 
bles a five-pointed star with a central spoke. 
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The last of the missing children are brought 
out under the dome. The Deputy High Commis- 
sioner’s son, James Rutherford, is among them. 
These children have not yet been harmed. The 
cultists tense like an expectant theater audience 
at curtain-rise. Figures with twitching stitched- 
on fingers hover near the children, holding nee- 
dles and thread. Selim intends to end the cere- 
mony by creating another Skin Beast in homage 
to his master, The Skinless One. 

The investigators need a plan of action. Ak- 
tar suggests that if they can move forward once 
the ritual is underway, he can create a distrac- 
tion while the others rescue the children. 

Now the pieces of the simulacrum are 
brought out by cultists in red robes, and each 
piece placed in one of the six niches. The con- 
figuration is not that of a star, but that of a hu- 
man figure—the simulacrum. The pieces are 
not yet joined to each other. The robed figures 
then step back. 

Four more cultists carry out Selim and 
set his chair before the stone column. Every- 
one tenses as Selim draws from his robe a long 
parchment scroll and unwinds it. Any inves- 
tigator near Aktar notices his sharp intake of 
breath. 

Selim begins the ritual. The investigators 
should position themselves so they can get to 
the children and dispatch the needlemen. If any 
of the investigators can understand the archa- 
ic combination of Turkish and Arabic in the 
scrolls, then they understand the following, 
which may give them pause: “I ask this by the 
powers of the Sedefkar, by the torment of the 
flesh to be endured by those corrupted by it.” 

Then Selim steps into place to be absorbed 
into the simulacrum. He raises the parchment 
to say the final words, but Mehmet casts Control 
Skin on him, sealing his mouth with a huge flap 
of skin. Selim’s magic points are low because he 
needs to activate the ritual—thus Mehmet eas- 
ily beats him. All eyes are on Selim as he strug- 
gles to negate the attack; it is a perfect moment 
for the investigators to help the children escape. 

As they do, Aktar/Mehmet runs forward, 
pointing at the investigators, yelling “Foreign 
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spies! Help the master!” Confusion erupts in 
the mosque. 

Mehmet gets to his father and snatches the 
scroll from his hand, stepping beside the simu- 
lacrum niches and saying the final words. This 
occurs in a matter of seconds. Now the simu- 
lacrum appears to close around him, encasing 
him in armor. The power of the Sedefkar Simu- 
lacrum is invoked. 

As the simulacrum segments congeal 
to him, they seem to dissolve, as though be- 
ing absorbed into his flesh. His body swells to 
the proportions of the simulacrum, the skin 
stretching. His head bulges, as do his eyes. He 
opens his mouth to scream in agony but the 
scream becomes a peal of maniacal laughter 
echoing out into the dome above the heads of 
the assembled Brothers. The cultists are still, 
their collective breath held. 

“Your master's son has returned. I, Mehm- 
et Makryat, am The Skinless One's own hide. 
Take this imposter.” He kicks Selim at the 
Brothers who fall upon their old master, over- 
whelmed by the force of the simulacrum and 
their devotion to the ideal of it. They tear Se- 
lim's skin from his body with their nails, and 
he screeches until dead. Mehmet's proportions 
subside and he becomes as before. The simula- 
crum segments appear back in the niches. 

"Seize the infidels! Bring them to me alive!" 
The voice of Mehmet booms over the heads of 


the investigators as they start to run. 
The cultists wheel on the party, eager to 
serve their new master well in this initial task 
“No longer will the Brothers of the Skin 
cower beneath the dome of this place, fearing 
to make their presence felt in the world. With 


the power of the simulacrum we need serve no 
one, not even The Skinless One. The simula- 
crum gives us the power of even He, and The 
Skinless One shall do our bidding, and make 
great our destiny!" 


CAPTURE 


Escape from the main hall is unlikely. Guards 
in the entrance hall of the mosque will block 
exit that way. If the investigators flee via the se- 
cret entrance that Aktar/Mehmet showed them, 
cultists await them on the steps of the cistern, 
with more closing in from behind. 

Captured investigators are taken to the pris- 
on in the minaret. 

However, if the investigators managed to 
free them, the children are forgotten in the con- 
fusion and can escape: Mehmet Makryat has no 
wish for the Skin Beast. His plans lie elsewhere. 

Investigators who managed to escape can 
aid their fellows from the mosque, or observe 
Makryat's movements. Having some investiga- 
tors free in Constantinople at this point could 
be a useful way for keepers to disclose Makry- 
at's intention to return to London aboard the 
Orient Express. 


THE PRISON IN THE MINARET 


The four minarets of the Shunned Mosque 
share the same layout, combination prison/ 
shrines. Escorted by two Brothers per investiga- 
tor, they are taken up stone steps, past cult rel- 
ics of skins and skinless victims dried and with- 
ered and hanging on walls, to a level lined with 
stone cells, like monks' cells. There are three per 
level, since the minarets are narrow in diameter. 
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On the way they pass a parade of other 
prisoners. Some squirm, some beg, others lie 
propped against walls. Some are native, some 
foreign. All have suffered cruel amputations of 
ears, of limbs, of eyes. 

One prisoner slams against his door as 
the investigators pass, drooling hideously and 
grunting from a mouth which has no tongue. 
He attempts to grapple the investigators and 
tear out their tongues to replace his own, with 
the strength of the insane. The Brothers help 
fend him off, not gently. 


THE CELL 


After four levels of this kind the investigators 
are shut together in the top-most cell. They are 
chained to the wall by both wrists. Any attempt 
at escape is brutally put down by the guards, 
who try for a knock-out first but will kill if 
necessary. Asking questions of the guards sim- 
ply brings grunts, indicating that the prisoners 
should shut up. 

The only thing the guards appear to be 
afraid of is a creature they refer to as “The Flap- 
ping Man.” They mumble this name to each 
other and look about nervously as they are se- 
curing the captives. They are keen to get the task 
over and done with and get out of the minaret 
as fast as possible. The investigators can hear 
the guards scampering down the steps. 

A sound from within the cell draws their 
attention. There is someone else in there with 
them, a shape huddled in the corner, in rags, 
pallid and horrible. It is a torso and head, with 
no eyes, one ear, and a working tongue. The rest 
is gone. Patches are crudely wrapped over the 
newer amputations, and a stained suit jacket 
thrown over his shoulders, for warmth. A crim- 
son-stained blanket covers the right shoulder 
and the crotch. In a bleating, terrified voice, the 
pathetic figure asks who is there. Investigators 
have a chance of Intelligence rolls at Hard Dif- 
ficulty of recognizing their London friend, Pro- 
fessor Julius Smith, who then lapses into un- 
consciousness again. Hours pass. 
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MEHMET MatRYAT 


A jangle of keys in the lock and the door swings 
open to reveal Aktar, or rather now Mehmet, 
as he has removed his false beard and neat- 
ly combed his hair. Did he bother to change 
clothes?— probably, on such a momentous oc- 
casion. 

He lights a cigarette and relaxes against 
the stone in a friendly and familiar way. He 
takes great delight in recounting the entire sto- 
ry from his point of view, how he tracked and 
chose them, and how he duped them—from 
his initial impersonation of the Professor to 
their finding the pieces of the simulacrum for 
him, to their help in defeating his father. Smug- 
ly, he points out that the story of the simula- 
crum's destructibility was a fabrication; there is 
no way known to destroy it. 

He may want answers concerning Fenalik 
and Fenalik's actions, should the investigators 
be willing to answer him. Then he makes his 
own plans plain. 

"For too long the Brothers have been idle, 
limiting themselves to minor atrocities and the 
pursuit of petty evils. They slavishly serve The 
Skinless One, without seeing that He too is in 
our arsenal, fit to be used. With him, we should 
hold dominion over the earth. 

^I leave for England at once, so I am sorry 
that I will not be able to see your demise. Your 
corruption has begun, you see. It began when 
the power of the Sedefkar was activated and 
since you have borne it for so long, you will suf- 
fer. I shall let you out of the chains so that you 
can see the amusing way your bodies pervert— 
at close range. 

“As for myself, I am for the moment pro- 
tected by the simulacrum. It must be recharged 
soon, but the corruption will not begin in ear: 
nest for one hundred hours, and by then I shall 
have retrieved the Ritual of Cleansing from 
London. As for you, at the end of that time, or 
shortly thereafter, all of you will become worse 
than beasts, less wholesome than slime. 
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“When you cease to be flesh, you shall be 
for eternity clasped to the putrid bosom of The 
Skinless One. 

“Farewell, then. I left the Professor’s tongue 
in his head that you may while away the days 
enjoyably before the corruption unfortunate- 
ly forces you to devour him. Meanwhile, I shall 
dine on better food, aboard the Orient Express. 
Au revoir." 


Pror. Juuus SMITH 


They are left alone with the real Professor 
Smith, or what is left of him, who has become 
conscious and heard all. He can fill in the story. 
The first thing he knew of this whole affair was 
when a horrible monster bore him here. Since 
then he has been imprisoned, and gradually dis- 
membered. A Sanity roll is appropriate when 
the investigators fully comprehend the fate of 
their friend, whose genius was wasted merely to 
snare the investigators (1/1D6 Sanity points). 
There is no hope for him now, and he knows it. 

There is hope for the investigators. The 
professor tells of the Flapping Man, an appari- 
tion in a cloak of skins who mounts the min- 
aret stairs at certain times. The Brothers be- 
lieve he is an apparition of rage, an amalgam 
of all the people sacrificed to their cult. They 
fear him and flee from him. If the investigators 
can make the Brothers think that the Flapping 
Man is among them, their escape will be easi- 
er. The Professor made his career in debunking 
some ghosts and proving the existence of oth- 
ers. Whether or not the Flapping Man is real, 
the Brothers believe that he is. 


THE FLAPPING MAN 


After an unknown time, a single pair of guards 
arrive, and nervously unbolt the investigators. 
One does the unshackling, the other holds a 
knife at the throat of the person being released. 
Once released, each is instructed to stand in the 
far corner, while the guards move to the next 
person. 
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The guards can be easily tricked into be- 
lieving that the Flapping Man is behind them; 
or Professor Smith, forgotten in the refuse, can 
bite the ankle of the man holding the knife, or 
trip him up; or the investigators could just rush 
the pair. 

With the guards dealt with, the investiga- 
tors must pause to consider what to do with 
Professor Smith. If he is to be rescued, someone 
must carry him. The investigators may feel that 
his suffering is too great for him to continue. 
This is a matter for them to discuss and decide, 
without the keeper’s intervention. 

The guards have the keys to the cell. As the 
investigators steal down the four flights of cells, 
they encounter no Brothers. In the lower por- 
tions of the Minaret hang the trophies of the 
cult, the flayed skins. If someone donned many 
of these (lose 0/1D3 Sanity points to wear such 
stuff), he or she would resemble the hideous 
apparition of the Flapping Man from whom 
the Brothers run—a Disguise roll might sug- 
gest this plan. 

It the investigators launch this ruse, it has 
an immediate and satisfying effect. A huge pan- 
ic occurs, with Brothers fleeing in all directions. 
Then their terror reaches new notes of hyste- 
ria, far beyond that caused by the investigators’ 
quick disguise. 

The true Flapping Man has come forth. 

The Flapping Man is an apparition skinned 
and raw. He wears a cloak and robes of skins 
joined together loosely. His eyeballs bulge from 
the skinless holes in his head and the moment 
the investigators appear, the Flapping Man 
heads toward them (lose 0/1D6 Sanity points). 

If they appear friendly to him and hostile to 
the Brothers in any way, he regards them with a 
pitying look, chilling in one so devastated him- 
self. He points a skinless finger at them. “This is 
how many will appear before the task is done. 
Look well not at the skins, which are the Broth- 
ers to command, but at the hearts beneath, 
which not even gods can conquer.” 

He folds his cloak over himself and disap- 
pears. 
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Alternate Ending 


Keepers who wish for a shorter campaign can change 
the back story and some details of the characters to 
bring the campaign to a close in Constantinople. This 
version omits the scenarios “Across Europe” and “Lon- 
don Again.” It ends now. 

Key changes and scenes are described below. 


CHARACTERS 


PROFESSOR SMITH 


Professor Smith really was researching the Sedekfar 
Simulacrum. He was badly burned in the St. John’s 
Wood attack, but Beddows rescued him and they hid 
from Mehmet. Everything he said in the London meet- 
ing was true, including the fact that the simulacrum can 
be destroyed if the Ritual of Ending is performed in the 
Shunned Mosque. Professor Smith is not imprisoned 
in the minaret as described above—he is recovering in 
a hospital in the English countryside. 


SELIM MAKRYAT 


Selim Makyrat is the main villain of the campaign, and 
the leader of the Brothers of the Skin. His role is un- 
changed. 


MEHMET MAKRYAT 


Selim's son Mehmet Makryat is loyal to his father. After 
failing to kill Professor Smith in London, he has been 
on the trail of the investigators, tracking them inexpert- 
ly across Europe, relying on unusual newspaper reports 
or events among the cult. Mehmet does not appear in 
the guise of Aktar the Gypsy. Present him as a standard 
thug. When he appears, let the investigators recognize 
him from the brief encounter at the Challenger Lecture. 
They will almost certainly take revenge. 


THe SeperkAr SCROLLS 


Selim has all of the Sedekfar Scrolls from the Topkapi 
Museum. He still sets the trap at the grave of Garaznet, 
and assumes the Skin Beast will kill the investigators, as 
described. 


THE SHUNNED Mosque 


The investigators can find the secret entry to the 
Shunned Mosque by carefully watching the area. Suc- 
cesful Spot Hidden rolls opposed against the Brothers’ 
Stealth will eventually note the foot traffic in and out 
of the cistern. 

Using the front door is an option during the ceremo- 
ny—the youths who are often loitering at the doorstep 
of the Red Mosque are inside. Nobody wants to miss Se- 
lim's apotheosis. 


THE CEREMONY 


Selim is vulnerable during the ritual, as he does not 
have the magic points to cast his customary spell Skin 
of the Sedefkar. If the investigators are able to evade de- 
tection, they can take a shot at him before he becomes 
one with the simulacrum. 


Selim is killed: the Brothers go into a frenzy. Some 
chase the investigators, howling with fury. Others gath- 
er the simulacrum. In-fighting breaks out immediately. 
Selim has left no clear succession plan, and long-held 
resentments boil over in an instant. Mehmet may at- 
tempt to take charge. 


Selim completes the ritual: he becomes the wearer of 
the simulacrum. See the section The Simulacrum Em- 
powered in the "Across Europe" chapter. Tomorrow he 
will fancy himself as the Sultan of a new empire. The 
keeper must fashion a final showdown against Selim, 
taking cues from the next chapter. 


THE END OF THE CULT 


Any attempt to involve the Turkish police risks tip- 
ping off the Brothers. They will vacate the mosque, and 
move back in when the raid has passed. 

The British army can be mobilized. This will stir up 
anti-British feeling, so Deputy High Commissioner 
Rutherford cannot sanction this without clear proof of 
kidnapping. The return of his son is conclusive evidence. 

The investigators can lead the British and possibly 
the French and Italian forces in a two-pronged attack, 
through the cistern and through the front door. The 
Brothers defend their shrine to the last. 
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ALTERNATE ENDING, CONTINUED 


THE Rruar Or ENpING 


The Ritual of Ending will destroy the simulacrum if 
performed while it lies in the niches in the Shunned 
Mosque. 

The investigators may accomplish this by boldly 
sneaking into the mosque, bringing the simulacrum 
with them. It is best to arrange some subterfuge which 
lures Selim and Mehmet and the bulk of the Brothers 
out, preferably somewhere across the Bosporus. 

Alternately, the ritual can be performed after the inter- 
allied forces have swept the cult clear for the time being. 


THE SCROLLS 


The Sedefkar Scrolls are found in the Dead Parts Room. 
These are the Scroll of the Belly, the Scroll of the Legs, 
the Scroll of the Right Hand, and the Scroll of the Left 
Hand. For more on their contents, see the section The 
Scrolls in the "Across Europe" chapter. The Scroll of the 
Left Hand contains the Ritual of Cleansing, but in this 
Alternate Ending for the campaign, it also contains the 
Ritual of Ending. 

The Scroll of the Left Hand is written in Old Arabic, 
and requires forty hours to read in full. A Hard Occult 
roll allows the reader to search for the ritual phrasing, 
and cuts the reading time by 4D10 hours. During this 
time the investigators and the Arabic scholar are under 
risk of reprisals from the Brothers. 


PERFORMING THE RITUAL 


Once translated, an Intelligence roll is required to learn 
the Ritual of Ending. The ritual takes all of the caster's 
magic points but one. The investigators can chant to- 
gether. Only one caster need finish the chant, but as 
seen below, some redundancy will be useful when all 
skin breaks loose. 

The statue parts must first be placed in the niches for 
the ritual to take effect. Casting time is 6 rounds, one for 
each part of the simulacrum. 


ROUND ONE 


The chant begins. Those investigators who are suffering 
from the Baleful Influence for retrieving a simulacrum 
piece feel a hot rush in their affected body part. In the 
niches, the Left Arm begins to vibrate. 
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ROUND TWO 


The affected body part of each investigator flares up in 
blinding agony. Owners need a Hard CON roll to con- 
tinue as their body part is wracked. The skins swells, 
stretches and threatens to split. Letters in a prehuman 
script chase across their skin like living tattoos of blood. 
Those who fail the roll take ID4 hit points damage and 
lose 1/1D6 Sanity points. The Torso now shudders in 
its niche. 


ROUND THREE 


Those who failed the Hard CON now roll lose control 
of their Baleful body parts to The Skinless One. Their 
limbs go rogue, and start to attack their friends. The 
possessed investigators must roll Fighting (Brawl) at- 
tacks aimed at the ritual caster as their out-of-control 
body parts punch, kick and head-butt. Those attacked 
can defend with Dodge or Fighting. In the niche, the 
Left Leg thrums. 


ROUND FOUR 


Investigators can bring their rogue body parts back un- 
der control with a Hard POW roll each round. Failing 
this, they can roll Hard STR rolls to restrain their own 
limb— success means they can stop themselves attack- 
ing their friends, but they take a further 1D3 hit points 
of damage as it fights against them. If both rolls are 
failed, they continue to attack the ritual caster. 

Now the Right Leg creaks and groans. It trembles, 
joining the other parts in a subharmonic chorus. 


ROUND FIVE 


The investigators continue to fight against their own 
body parts and each other. 

The Right Arm twitches and rolls in its niche. The 
cacophony of clattering parts is rising. 


ROUND SIX 


The ritual is near-complete. The Head chatters and rolls. 
The simulacrum parts now warp and shriek as the un- 
breakable porcelain begins to fold in on itself. All must 
roll Listen. Those who succeed hear the impossible 
sound clearly, losing 1 hit point as their ear drums rup- 
ture. 

All of the cursed investigators are violently flung to- 
gether by unseen force as their affected arms, legs, tor- 
so and head are smashed together. Each loses 1D6 hit 
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ALTERNATE ENDING, CONTINUED 


points—only Extreme STR rolls can keep them apart. 
The body parts are locked together and new skin erupts 
to join them as the Avatar of The Skinless One manifests 
among them like a monstrous, mutual conjoined twin 
built from their own living and connected body parts. 
It screams with the voice of every investigator, spraying 
blood as it shreds their throats with language not meant 
for human vocal chords. 

Sanity Loss for being bonded together by a skinless 
god is 1D6/1D20. 


ROUND SEVEN 


If the investigators got this far, the Ritual of Ending is 
complete. 

The simulacrum parts detonate one by one, boom 
boom-boom, spraying ceramic shards and dust. The Av- 
atar of The Skinless One unravels and flies apart, howl- 
ing back into the void. The investigators who comprised 
it must roll Luck. Those who fail feel a terrible tugging 
on their body part, and must roll CON or STR (their 
choice) or it too flies off. The roll can be pushed—if 
failed on the reroll, the entire investigator vanishes. 


a further part to play in Istanbul in 2013, as described in 
the scenario "Simulacrum Unbound". 

Across Constantinople, the skin magic is sundered. 
Grafted body parts immediately turn gangrenous and 
decompose. Many surviving Brothers die instantly, 
while others are incapacitated. The Sedefkar Scrolls rot 
away within the week. All is as Beylab foretold: break the 
statue, and you break the cult. 


CONCLUSION 


The investigators gain 1D10 Sanity points for defeating 
Selim, and 1D6 for defeating Mehmet. 

They gain 1D10 Sanity points for breaking the 
Sedefkar Simulacrum. At the keeper's option, allow an 
additional 1D4 when it is clear the cultists have also per- 
ished en masse. 

When the Sedefkar Scrolls decompose, 1D6 Sanity 
points each, for understanding that the power of The 
Skinless One cannot now be evoked. 


Those who lose arms or legs suffer dismemberment. 
Strangely, the fresh stumps already have skin grown 
over them, and there is no bleeding, shock or further 
loss of hit points, as though the wound is already healed. 
Sadly, those who lose head or torso are killed instantly. 

Keepers may be tempted to have the Shunned Mosque 
collapse as well. Resist this, as the accursed building has 
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ESCAPE 


The simulacrum has been removed from the 
niches beneath the dome. Makryat has taken it 
and the Sedefkar Scrolls with him. 

The Brothers need time to recover, enabling 
the investigators to run out of the mosque and 
down streets washed with morning. If the chil- 
dren were released, James Rutherford crouch- 
es nearby and sprints to join them. Their last 
glimpse of the Shunned Mosque is a vision of 
blood running down the dome. This could be 
due to the rising sun, but it is not called the 
Shunned Mosque for no reason. 
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Should they return to England, they may meet their 


friend Professor Smith again. They gain 1D3 Sanity 


points for seeing him on the road to recovery. 


They also gain the Sanity awards listed in the regular 


scenario conclusion, listed below. 


VAY 
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THE NEXT STEP 


The most certain way to London within 100 
hours is via the Orient Express. Compartments 
are available. The investigators do not spot 
Mehmet Makryat in the streets of Constanti- 
nople or on the platform at Sirkeci station. He 
has already changed his appearance. 

If it is after October 1922 (or prior, at the 
keeper's pleasure), the investigators may wish to 
try to beat the train by flying direct to London. 
The keeper need not prompt them towards this 
plan, but it is a reasonable desire should they 
raise it. This option is discussed further in the 
next scenario "Across Europe” 


73 


CONSTANTINOPLE & CONSEQUENCES 


CONCLUSION 


The investigators gain no Sanity for this sce- 
nario; after all, they have lost dismally. How- 
ever, some isolated acts are worth reward. 
Destroying the Beylab-Thing or the Grave- 
Thing nets 1D6 Sanity points, the Skin Beast 
1D8 Sanity points. Rescuing the children 
from the Mosque adds another 1D6 Sanity 
points. Killing or rescuing Professor Smith 
adds 1D3 Sanity points. 

Now that Makryat has taken the simu- 
lacrum, the full weight of the Baleful Influ- 
ence lifts from them for a short time. The suc- 
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cessful retrieval of James Rutherford garners 
the full friendship of the British Deputy High 
Commissioner, whose references are read with 
respect in London and at other points around 
the world. If the investigators are low on funds, 
Sir Douglas gladly advances any reasonable 
sum with no repayment expected. If the money 
does come back to him some day, he will think 
all the better of them: gentlemen do not forget 
courteous behavior, in small things or in large. 


The Interior of the Magnificent Pera Palace 
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Statistics 


FEYAR, Age 29, 
Agent for the Brothers of the Skin 


STR 60 
POW 75 
Sanity 0 


CON 70 SIZ 45 INT 80 
DEX75 APP65 EDU 80 
Build:0  Move:9 HP:11 


Damage Bonus: 0 
Small Knife — 6596 (32/13), damage 1D4 
Dodge 60% (30/12) 


Skills: Art (Turkish Calligraphy) 60%, Cthulhu Mythos 
7%, Fast Talk 65%, Library Use 60%, Listen 65%, 
Make Maps 25%, Occult 15%, Stealth 50%, Spot 
Hidden 50%. 


Languages: Arabic 35%, Bulgarian 45%, English 45%, 
Greek 65%, Russian 25%, Turkish (own) 80%. 


Spell: Control Skin*. 


Feyar's favorite melee technique is to use Control Skin to 
pull the skin of his opponent's forehead down over his eyes, 
totally blinding him for five minutes. He then sneaks up 
and stabs his foe to death. 


SIR DOUGLAS RUTHERFORD, Age 55, 
British Deputy High Commissioner 


STR 55 CON 50 SIZ75 INT 60 
POW70  DEX50 APP70 EDU 15 
Sanity 63 Build:1 Move:5 HP:12 


Damage Bonus: +1D4 
.32 revolver 30% (15/6), damage 1D8 
Dodge 25% (12/5) 


Skills: Be Smarter Than He Seems 65%, Credit Rating 
70%, Evaluate Port & Sherry 88%, Persuade 55%, 
Serve the Crown 85%. 


BEYLAB THE PERSPIRER, Age 45, The 
Man Who Knew Too Much 


STR 75 
POW 80 
Sanity 71 


CON 80 SIZ90 INT 85 

DEX 40 APP45 EDU 12 

Build:2 Move:6 HP:17 

Damage Bonus: +1D6 

30% (15/6), damage 1D3 + 1D6 

Dodge 20% (10/4) 

Skills: Fast Talk 75%, Sweat Profusely 99%, Turkish His- 
tory 85%. 
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Brawl 


Languages: English 35%, French 25%, Turkish (own) 
60%. 


BROTHERS OF THE SKIN, 
12 Madman Cultists 


Build: 1 
Damage Bonus: +1D4 
Magic Points: 12 


Move: 8 
Cult Skinning 40% (20/8), damage 1D3+2 + 
Knife 1D4 
Dodge 25% (12/5) 


Skills: Art (Skin Human) 25%, Listen 40%, Spot Hid- 
den 40%, Stealth 30%, Track 25%. 


Spells: Control Skin, plus Transfer Body Part at the 
keeper's discretion. Some may know an additional 
spell or two, such as Create Skin Beast. 


Languages: Turkish (own) 60%. 


Sanity Loss: 0/1 Sanity points for confronting a Brother 
with obvious sewn-on additions. 0/1D4 Sanity 
points if those additions can be identified as coming 
from a friend or acquaintance. 


[ [sx [eov[sz [osx row [ue | 
fone [e ps [e [e [e fr. 
Hw ps fe [e [s [m fo. 
"mee [s fes e fs |» fu. 
te fs pe [e [vo [s fr. 
fsx [e [o [e [m [s fn. 


sem fs s jo fs fs fn. 
Huge [e feo [70 [os [5 [i 
Dune [ss [ss [ro [oo fs fr. 
hm fo pe [e [oo fs fn. 


At the Keeper's option, particular Brothers may have dead. 
men's parts, heightening some skills. Some ideas follow. 
Arms: raise STR to 90, increase Damage Bonus to 1D6. 
Ears: raise Listen to 6096. 

Eyes: raise Spot Hidden to 60%, can see in the dark. 
Face: change APP to anything from 15 to 90. 
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Fingers: raise DEX to 80, add Sleight of Hand 60%. 


Hands: raise STR to 80, add Scimitar 40%, damage 
1D6+2 + 1D4 


Legs: raise Move to 9, add Kick 40%, damage 1D6 + 
1D4 


Tongue: can chant in non-human language. 


THE BEYLAB-THING / THE GRAVE- 
THING, product of Animate Flesh Thing 


STR 75 CON 200 SIZ100 INT25 
POW 5 DEX 40 
Build: 2 Move:7  HP:30 


Damage Bonus: not applicable. 


Magic points: 1 


ATTACKS 
Attacks per round: 1/2/3 


The Thing attacks by flowing up the feet of its victims 
and scalding them with its boiling flesh. 

Multiple Targets: The Thing can attack up to three 
targets in front of it, dividing its chances for success- 
ful attacks as 9096 against one target, or 4596 each 
against two, or 3096 each against three. 


Touch 90% (45/18), or 45% (22/9), or 30% 


(15/6), damage 1D4 and grapple 


* The thing affixes itself to grappled victims, and must be 
peeled off by opposing its STR 75. 


Armor: 7-point rubbery hide. Every 5 SIZ points of 
water dumped on it causes 1 hit point of damage. 


Skills: Bubble and Hiss 9996, Find a Victim 9996, Flow 
99%, Lock On Target 99%. 


Sanity Loss: 1/1D8+1 Sanity points to see the Beylab- 
Thing or the Grave Thing. 


HAKIM THE UNRULY, Age 41, Seedy 


Captain 
STR 75 CON70  SIZ60 INT 50 
POW 45  DEX65 APP40 EDU 40 


Sanity 45 Build:1 Move:8 HP:13 


Damage Bonus: +1D4 
Small Knife 55% (27/11), damage 1D4 + 1D4 
Dodge 50% (25/10) 


Skills: Appraise 77%, Pilot (Motorboat) 45%, Sleight of 
Hand 55%. 


Languages: English 15%, Turkish (own) 40%. 
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COMPANION-TO-THE-DEAD, Age 69, 
Old Loon 


STR 40 CON90 SIZ45 INT 30 
POW35  DEX60  APP30 EDU 10 
Sanity 21 Build:0  Move:5 HP: 13 


Damage Bonus: 0 
2596 (12/5), damage 1D3 
Dodge 40% (20/8) 


Skills: Cackle Gleefully 65%, Stay Confident 90%, 
Stealth 9996. 


Languages: Greek 2096, Turkish (own) 4096. 


Brawl 


THE SKIN BEAST, Ritual Monster 


STR 150 CON 500 SIZ250 INT 50 
POW60 DEX 50 
Build: 5 Move: 8  HP:75 


Damage Bonus: +4D6 
Magic points: 12 


Armor: 5 points; gunfire does half damage. 


ATTACKS 


Attacks per round: 1 per victim 


A Skin Beast can make as many attacks as it has targets. 
It attacks with the long, fleshy tongues of the victims that 
went into its creation. Alternately, the Skin Beast may 
make a single crush attack, bearing down on one victim 
with all of its weight. 


Absorb: A successful tongue attack does mild damage 
but the creature then pulls the victim into itself. The 
victim is engulfed by skin after three rounds. The vic- 
tim may escape by opposing STR 50 on the first round, 
STR 100 on the second, or STR 150 on the third. After 
the third round death occurs, and soon the head of the 
victim (complete with tongue) protrudes from the Skin 
Beast. Clothing or possessions are left in the creature's 
trail of blood and mucous. 


Tongue(s) 50% (25/10), damage 1D2 and absorb 

Absorb Automatic once grappled, takes three 
rounds 

Crush 5096 (25/10), damage 4D6 


Armor: 5 points of blubbery hide. Firearms do half- 
damage. 


Skills: Scent Prey 9096. 


Sanity Loss: 1D3/2D6 Sanity points to see the Skin 
Beast. Seeing a friend ingested costs an added 1/1D4 
Sanity points. 
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SELIM MAKRYAT, Age 69, Leader of the 


Brothers 
STR 40 CON 70  SIZ45 INT 70 
POW 105 DEX40  APP50 EDU 70 


SanityO  Build:0  Move:4 HP:11 
Magic Points: 63 
Damage Bonus: 0 
Cult Skinning 
Knife 


Dodge 


12096 (60/24), damage 1D342 


40% (20/8) 


Skills: Art (Skin Human) 9096, Cthulhu Mythos 15%, 
Intimidate 9096, Persuade 7096, Spot Hidden 8596. 

Languages: Turkish (own) 7096. 

Armor: none, however Selim often casts the spell Skin 
of the Sedefkar* before going anywhere: this costs 10 
magic points and stops 10 points of damage. 

Spells: Animate Skin*, Call Skinless One*, Contact 
Skinless Ones, Control Skin*, Create Flesh Creeper*, 
Create Skin Beast*, Curse of the Putrid Husk*, De- 
transference*, Melt Flesh*, Prepare Corpse*, Skin of 
the Sedefkar*, Skin Walker, Transfer Body Part". 


* New spells 


FLESH CREEPER 

STR15 | CONIS5 SIZ5 INT 25 
POW 5 DEX 75 

Build:-2 Move: 12 flying HP: 2 


Damage Bonus: -2, but not applicable. 


Magic Points: 1 


ATTACKS 
Attacks per round: 1 


Flesh Creepers attach to the victim’s face and attempt to 
seal their mouth. Once affixed, they maintain their 
grip and asphyxiate the victim. 

Asphyxiation: a CON roll should be made each round; 
once a CON roll is failed, damage is sustained each 
round thereafter until death or until the victim is 
able to breathe. 


Seal Mouth 90% (45/18), damage asphyxiation 


Armor: a Flesh Creeper must either be cut off or 
reduced to zero hit points, but divide the damage from 
successful attacks between the Creeper and the victim. 


Skills: Find Designated Target 99%, Leap Onto Face 
75%. 
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Sanity Loss: 1/1D4 Sanity points to see a Flesh Creeper. 
Having one stuck onto your face costs a further 
0/1D4 Sanity Points. 


MEHMET MAKRYAT (Aktar), Age 39, 


Leader of the Cult 

STR 90 CON 85 SIZ 65 INT 90 
POW 90 DEX70 APP 70* EDU 80 
SanityO  Buildl Move9 HP 15 
*50 as the gypsy. 


Magic points: 45 
Damage Bonus: +1D4 


.38 revolver 70% (35/14), damage 1D10 


Brawl 65% (32/13), damage 1D3 + 1D4 
Cult Skinning 90% (45/18), damage 1D3+2 + 
Knife 1D4 

Quoit 90% (45/18), damage 1D8+1 
(thrown) 

Dodge 60% (30/12) 


Skills: Art (Skin Human 90%), Charm 45%, Climb 
50%, Cthulhu Mythos 30%, Disguise 38%, Drive 
Automobile 40%, Fast Talk 45%, History 25%, Intimi- 
date 80%, Library Use 40%, Linguist 20%, Listen 70%, 
Medicine 30%, Persuade 45%, Psychology 40%, Science 
(Pharmacy 20%), Sleight of Hand 25%, Spot Hidden 
85%, Stealth 80%, Throw 70%, Track 40%. 


Languages: English 60%, French 40%, Turkish (own) 
90%. 


Armor: after he has donned the simulacrum, Makryat 
is immune to the first 10 points of damage from any 
kinetic attack. 


Spells: Animate Flesh Thing”, Call Avatar of Skinless 
One*, Contact Skinless One*, Control Skin*, Create 
Flesh Creeper*, Fist of Yog-Sothoth, Melt Flesh*, 
Skin Walker*, Summon/Bind Dimensional Sham- 
bler, Summon/Bind Fire Vampire, Transfer Body 
Part*, Turn To Skin.* 


* new spells 


PROFESSOR JULIUS SMITH, Age 62, 
Head and Torso 


The Professor has no arms, legs, or eyes. 


STR 15 CON 55 SIZ30 INT 85 
POW 85 DEX5 APP 5 EDU 93 
Sanity 17 Build:-2 Move:0 HP:8 
Damage Bonus: -2 

Bite 25% (12/5), damage 1D3 - 1D6 
Trip Up 25% (12/5), damage special. 
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Skills: Archaeology 80%, Anthropology 10%, Art (Bon THE FLAPPING MAN, 


Mot) 88%, Art (Photography) 45%, Credit Rating 
70%, Cringe 55%, Detect Fraud 45%, Fast Talk 35%, 
History 45%, Library Use 50%, Linguist 60%, Listen INT 75 POW 100 

40%, Maneuver for Knighthood 60%, Occult 25%, . . . 
Oratory 4596, Psychology 5596, Science (Astronomy) Sanity Loss: 0/1D6 Sanity points to see the Flapping 
1096, Science (Chemistry) 1096, Science (Hyper- Man. 

physics) 0596, Science (Parapsychology) 2596, Sci- 

ence (Pharmacy) 2096, Science (Physics) 1596, Spot 

Hidden 75%. 


Languages: English (own) 9096, French 8096, German 
80%, Italian 85%, Norwegian 65%. 


Ageless Bloody Apparition 


d'Ortakeuï, Bosphore. 


Mosg uée 


No, 10. Qonsfanfinop"?- 
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Perfect Skin 
by David € onyers 


David Witteveen’s short story “Perfect Skin” appears in 
Cthulhws Dark Cults (Chaosium Inc. 2010). The fol- 
lowing optional sections allow keepers to add the ter- 
rible fate of Charles and Evelyn Drake to the events in 
Constantinople. 


Ideally the investigators encounter the Drakes along 
their journey as the doomed couple honeymoon across 
Europe. 


MR. AND MRS. CHARLES DRAKE 


These handsome newlyweds are journeying to Con- 
stantinople from London for their honeymoon. Charles 
wears expensive suits, his skin is tanned and his smile 
is rakish and charming. Evelyn is slim and blonde, her 
skin is white and fresh as milk, and her blue eyes are 
wide with excitement. She is always seen wearing an ex- 
pensive necklace of pearls, a gift from Charles on their 
wedding day. They are deeply in love. 


Charles comes from a family of money and is snob- 
bish. He will only converse with investigators who 
make a successful Credit Rating roll, and then only if 
he perceives that he can gain something from them. He 
reveals nothing about his work, other than to say he 
is a businessman. Other passengers on the train may 
know him, and say he imports Turkish carpets from 
Constantinople. 


Evelyn is the opposite, an adventurous soul who has 
never before left London and now finds herself on an 
exotic journey that both excites and terrifies her. She 
will latch onto any investigator who professes to be 
well-traveled, eager to hear their stories of adventure. 
Charles will only tolerate such distractions so long as 
he sees a benefit for himself. He is kind and considerate 
towards Evelyn, regardless of how he treats others. 


While much of Charles’ business is legiti- 
mate, he is a gun smuggler, people smug- 
gler, and trafficker of forged documents 
such as passports. These services are of 
value to the Brothers of the Skin, and he 
now finds himself too deep in their organi- 
zation, although as yet he knows nothing of 
their supernatural powers. 


fM MM MM MM Mz 


Book 4 


CHARLES DRAKE Age 27, British Businessman 


and Newlywed Husband 

STR 65 CON75 SIZ65 INT 75 
POW70  DEX70 APP80 EDU 17 
Sanity 61 Build:1 Move:8 HP:14 


Damage Bonus: +1D4 

40% (20/8), damage 1D3 + 1D4 
.38 Revolver 40% (20/8), damage 1D10 
Dodge 35% (17/7) 


Skills: Accounting 45%, Appraise 55%, Credit Rating 
70%, Fast Talk 60%, Law 25%, Listen 40%, Per- 
suade 70%, Psychology 50%, Sleight of Hand 40%. 


Languages: English (own) 85%, French 55%, Italian 
45%, Turkish 65%. 


Brawl 


EVELYN DRAKE Age 21, Newlywed Wife 


STR 40 CON 65 
POW 55  DEX 70 
Sanity 55 Build: 0 


SIZ 50 INT 70 
APP90 EDU 75 
Move:8 HP: 12 
Damage Bonus: 0 

Dodge 35% (17/7) 


Skills: Credit Rating 65%, Persuade 60%, Spot Hidden 
40%. 


Languages: English (own) 75%, French 70%. 


THe Nevivwen KILLERS 


A Library Use roll turns up a newspaper article from 

a week ago (Constantinople Handout #3, p. 80). This 

will be of interest if the investigators met with Charles 

and Evelyn Drake on the Orient Express earlier on their 
journey. 


THE POLICE 


If the investigators inquire about the 
murder of Colonel Phelps, the police state 
that Mr. and Mrs. Drake are persons of 
interest and if the investigators have any 


Continued on next page 
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information pertaining to the case they will take their 
statements. The officer in charge is Detective Abaza 
Ghanem, and a Persuade roll builds rapport with 
him. If the investigators have been courteous and are 
above suspicion, he says the British are closely investi- 
gating the case. The man he is liaising with is Lieuten- 
ant Hennessey. 


Hort. Oasis 


The Hotel Oasis is old and run down. Clientele are mid- 
dle class Turks and European guests. 


The concierge is Mustafa, a great barrel of a Turk with a 
walnut-brown head shaved bald except for an enormous 
curling moustache. He is very helpful to those enquiring 
about a room, but as soon as the conversation turns to 
the Drakes, he claims to know nothing about either of 
them. A Psychology roll detects that he is lying. 


Mustafa is an agent of the Brothers of the Skin. He 
knows only a little about their operations and the magic 
they use, and this is enough to terrify him into doing 
whatever they ask. Within twelve hours of the investiga- 
tors talking to Mustafa, he reports this information to 
the cult. 


If the investigators manage to sneak a look at the ho- 
tel ledger, a Library Use finds that Charles and Evelyn 
Drake stayed in the Sultan's Suite for two days last week. 
A further Library Use, presuming the investigators 
have time to look, reveals that over the years Charles 
Drake has been a regular guest, but Evelyn has only 
stayed once. Confronted with this, Mustafa still says he 
never met them. 


The Sultan Suite has lurid decorations and a massive 
four-poster bed with tasseled pillows scattered across 
its red, blue, and purple sheets. A tall brass hookah 
pipe stands on the bedside table, and a painting of 
nude harem girls reclining lasciviously in each other's 
arms hangs above the bed head. If the investigators pull 
back the sheets to examine the mattress, they find dried 
blood stains from where the skinned monkey was left 
for Evelyn to find. 


Most of the guests know nothing. If Mustafa sees the in- 
vestigators hanging around asking questions, he throws 
them out. 


TANTA ANANAS ANNA A AN 
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British Officer 
Murdered on 
Orient Express 


(Constantinople, Turkey): BRITISH COL- 
ONEL, BARTHOLOMEW PHELPS, was 
found murdered in the Orient Express yester- 
day at Sirkeci Station, stabbed twice by Lon- 
don businessman Charles Drake and his ac- 
complice, Mrs. Evelyn Drake. 

Col. Phelps' body was discovered by a train 
conductor. Mr. and Mrs. Drake fled the scene 
before police arrived, and are still at large. 

The Colonel, assigned to the British Con- 
sulate, had been investigating gun smuggling 
in Turkey. An unconfirmed report from a guest 
at the Hotel Oasis, where the Drakes were stay- 
ing shortly before the murder, stated that Mr. 
Drake was connected to a local criminal gang. 

It is believed, however, that Mrs. Drake may 
have been operating under duress, as a skinned 
monkey had been left in her hotel room the 
day before, a suspected warning from the gang 
to not become involved in her husband's ques- 
tionable business operations. 

Local police are working in close coopera- 
tion with the British Consulate to apprehend 
the two perpetrators. 


MAURICE COTTING 


A Spot Hidden notices a tall, gaunt-looking guest 
watching the investigators. He is tanned yet sickly, and 
looks to be hiding something. This is Maurice Cotting, 
a long term resident. He is English and says he is a writ- 
er, but the man never writes—he just spends his days 
smoking opium and feeling sorry for himself. 


Like everyone else, Cotting claims to know nothing. 
If the hotel is staked out, several hours later he is seen 
leaving the hotel and walks towards the markets where, 
if he is not stopped, he goes into a café and straight out 
the back where an opium den awaits. 


If the investigators confront Cotting, he immediately 
asks for a loan, claiming (falsely) that he has left his 
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wallet at the Hotel Oasis. Cotting will not talk until the 
investigators either buy him a few drinks or ‘lend’ him 
some money. 


Cotting knows that Charles Drake is a regular visitor 
to Constantinople, and although Drake claims to be a 
legitimate businessman importing Turkish carpets to 
England, his real business is smuggling guns. He never 
liked the man, but he found his new wife to be very 
pretty and nice. 

At the conclusion of his meeting, Cotting asks if there 
is a reward, as he should have a share in it. It shouldn't 
take investigators much to determine that Cotting is an 
opium addict, a fool, and a poor excuse for a con artist. 


THe British CONSULATE 


If the investigators visit the British Consulate either to 
ask about the murder of Colonel Phelps or the disap- 
pearance of Charles and Evelyn Drake, they are firmly 
advised that the matter is being dealt with. However, 
if they mention the Brothers of the Skin, the Shunned 
Mosque, or Lieutenant Hennessy by name, this infor- 
mation is passed on. 


If the investigators are assisting Sir Douglas Rutherford 
and mention the Drake case to him, he remembers Col- 
onel Phelps as a good man who was murdered recently, 
and says he will put the investigators in touch with the 
man investigating the case. 


In either case, a short time later Lieutenant Douglas 
Hennessey contacts the investigators when they least 
expect—in their hotel lobby, a café, or on the streets. 
A Psychology roll immediately detects that Hennessey 
is nervous, constantly watching the crowds rather than 
the investigators. 


LIEUTENANT DOUGLAS HENNESSEY 


The Lieutenant is in his late twenties, roguishly good- 
looking and wears a light suit and matching fedora. He 
is chooses his words carefully and asks more questions 
than he answers. 


Hennessey gets to the point. What do they know about 
the Drakes? If they are evasive, Hennessey ends the 
meeting. If they have information of value, Hennessey 
shares some of his findings in return. 


Colonel Phelps had been investigating a criminal orga- 
nization operating in Turkey, the Kingdom of Iraq, and 
across Europe. They trade in illegal guns, prostitutes, 
child slavery, and possibly opium. Charles Drake was 
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connected to them, as a member of the gang was re- 
cently arrested in Rome after flaying a woman alive, and 
his forged passport was traced back to Drake. 


Then the Drakes murdered Phelps with a yataghan, a 
Turkish knife. The autopsy suggested that the wounds 
were inflicted by someone of Evelyn’s height, not 
Charles, suggesting she was the actual murderer. The 
couple has not been seen since. 


Hennessey met Evelyn briefly at the Hotel Oasis, the 
day before Phelps was murdered. She was worried sick 
about her husband, who had gone missing the day be- 
fore. Not the personality of a murderer. 


A Psychology roll detects that Hennessey is holding 
something back. Persuade gets him to talk. He ex- 
plains that Phelps was physically deformed. Half his 
face seemed as if it had melted, like wax from a candle. 
Phelps claimed that he was touched on the face by a 
crazed murderer. Hennessy hadn’t believed the story at 
the time, but now he is not too sure. 


Hennessey concludes by wishing the investigators luck, 
as he is being transferred out of Constantinople. He 
cannot reveal where. With Phelps dead, he is concerned 
that efforts to investigate the gang will now come to an 
end. He encourages them to convey any clear evidence 
to Rutherford, the Deputy High Commissioner. 


Hennessey will later become mixed up in the schemes 
of the Brotherhood of the Black Pharaoh in Cairo, as 
detailed in “Sister of the Sands” in Cthulhu’s Dark Cults 
(Chaosium, 2010). 


THe Mpostor DRAKES 


The sad fact of the case is that the Drakes were dead 
before the investigators arrived. First Charles and then 
Evelyn were murdered by the Brothers. Their skins are 
now worn by Aziz and Israa bin Nassar, a husband and 
wife team who work as assassins for the cult, and who 
killed Phelps. They intend to travel to England and ac- 
quire the wealth from the Drakes’ estate to fund future 
operations in Constantinople and beyond. 


The two assassins are left as wild cards, as killers sent to 
deal with the investigators, as impersonators hoping to 
gain intelligence, as Makryat’s bodyguards, or however 
else the keeper sees fit to use them. 


MUSTAFA Age 39, 

Concierge and Informant 

STR 85 CON 60 SIZ80 INT 50 
POW 55  DEX55 APP55 EDU7 
Sanity 26 Build:2 Move:8 HP:14 


Damage Bonus: +1D6 
70% (35/14), damage 1D3 + 1D6 
Dodge 35% (17/7) 


Skills: Credit Rating 20%, Fast Talk 40%, Listen 40%, 
Persuade 40%, Spot Hidden 60%. 


Languages: English 35%, Turkish (own) 65%. 


Brawl 


MAURICE COTTING, 
Age 43, British Drug Addict and Scammer 


STR 35 CON 40 SIZ55 INT 50 
POW 30  DEX30 APP45 EDU 70 
Sanity 33 Build:0 Move:6 | HP: 10 
Damage Bonus: 0 

Dodge 30% (15/6) 


Skills: Credit Rating 15%, Fast Talk 3096, Persuade 
2096. 


Languages: English (0wn) 7096, Turkish 1096. 


LIEUTENANT DOUGLAS 
HENNESSEY, Age 27, Australian Spy 
STR 70 CON 75 


POW 60  DEX 70 
Sanity 52 Build: 1 


SIZ 70 INT 70 

APP 70 EDU 65 

Move: 8 HP:14 

Damage Bonus: +1D4 

65% (32/13), damage 1D3 + 1D4 

.45 Revolver 60% (30/12), damage 1D10+2 

Rifle 70% (35/14), damage 2D6+4* 

Dodge 45% (22/9) 

*Hennessey can use a rifle, but does not carry one with 
him. 

Skills: Credit Rating 35%, Cthulhu Mythos 02%, Drive 
Auto 55%, Fast Talk 70%, First Aid 65%, Library 


Brawl 
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istics 


Use 60%, Mechanical Repair 30%, Persuade 50%, 
Psychology 55%, Ride 45%, Stealth 40%. 

Languages: Arabic 45%, English (own) 65%, Turkish 
25%. 


AZIZ BIN NASSAR 

(CHARLES DRAKE), 

Age 24, Brotherhood Assassin 

STR 70 CON 80 SIZ 65 INT 65 
POW 80 DEX80 APP 50(70)* EDU 55 
SanityO — Build:il Move:9 HP 14 


* Appearance in brackets as Charles Drake 
Damage Bonus: +1D4 
Magic points: 16 


Yataghan Knife 75% (37/15), damage 1D4+3 + 1D4 
.38 Revolver 60% (30/12), damage 1D10 
Dodge 40% (20/8) 


Spells: Contact Skinless One*, Knot Flesh*, Transfer 
Body Part* 


Skills: Climb 65% Credit Rating (as Drake) 70%, 
Cthulhu Mythos 2096, Fast Talk 40%, Listen 6596, 
Persuade 3096, Spot Hidden 5096, Stealth 7596. 


Languages: English 55%, Turkish (own) 65%. 
* New spells 


ISRAA BIN NASSAR 

(EVELYN DRAKE) 

Age 18, Brotherhood Assassin 

STR 65 CON 75  SIZ50 INT 70 

POWS85  DEX75 APP 70 (90)* EDU 60 
SanityO — Build:il Move:9 HP 12 


* Appearance in brackets as Evelyn Drake 
Damage Bonus: 0 

Magic points: 17 

Yataghan Knife 8596 (42/17), damage 1D443 
Dodge 4096 (20/8) 


Spells: Contact Skinless One*, Knot Flesh*, Transfer 
Body Part* 
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* New spells 

Skills: Climb 75%, Credit Rating (as Evelyn) 55%, 
Cthulhu Mythos 25%, Hide 75%, Listen 55%, 
Persuade 40%, Stealth 65%. 


Languages: English 60%, Turkish (own) 75%. 


New Spell 


KNOT FLESH 
Cost: 1D8 Sanity points; 2D6 magic points 
Casting time: 1 round 


The caster opposes the victim’s POW with their own. 
If the caster is successful, one portion of the victim’s 
body (most often an arm or a leg) twists and turns 
like it is a rope until it becomes knotted. The spell is 
incredibly painful requiring a CON roll to avoid pass- 
ing out from shock, and costs 1D8 Hit Points and a 
corresponding permanent loss of 5 DEX, although 
the bones do not break. The spell can also be used to 
knot a victim’s arm or leg around an inanimate ob- 
ject such as a pole or fence, or another person. 


If 5 POW is sacrificed the knotting is permanent, 
requiring extensive surgery to correct. Sanity loss 
is 1/1D4 Sanity points to witness the knotting, and 
1/1D6 for the victim of the spell. 
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ACROSS EUROPE 1923 


Blue Train, Black Night 


Wherein the investigators take the west-bound Orient Express in pursuit 
of Mehmet Makryat, and thereby find themselves aboard the Express to 
Hell, sans stopovers. 


by Geoff Gillan 


THE CHASE IS ON. Play this adventure at ac- 
celerating speed; it encompasses the entire re- 
turn journey between Constantinople and Par- 
is. As the first few borders are crossed, the pace 
can be restrained, as investigators try to identify 
who is Mehmet Makryat. Hours pass as they 
meet fellow passengers in the corridors, the sa- 
lon car, or at dinner, and perhaps become in- 
volved with individual non-player-characters. 
West of Milan, the horror escalates, as Makryat 
takes full control of the train. Investigators are 
thereafter subjected to a breakneck ride threat- 
ening oblivion to all. 

Along the way, old enemies pay new vis- 
its to the investigators. Do not confer the cus- 
tomary award of one Sanity point for this final 
trip aboard the Orient Express. It is entirely too 
stressful. 


KEEPER ÎNFORMATION 


Mehmet Makryat has taken the identity of 
the conducteur for the first-class Calais coach 
of the Simplon-Orient Express. He intends to 
maintain that identity for the whole of the trip. 
He is to outward appearances Emile Soucard, 
Wagons-Lits conducteur. To smooth passage to 
London, he arranges for Brothers of the Skin to 
join the train at later stops. 

Other Brothers, masquerading as Wagons- 
Lits staff, have secreted the entire simulacrum 
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beneath the train, welded within a steel box to 
the framework of the Calais carriage. To the ca- 
sual observer, the box appears to be part of the 
undercarriage. 

In Paris, Makryat will recover the simula- 
crum and proceed to his shop in London, per- 
forming the Ritual of Cleansing on himself, and 
then implementing his plan to swap places with 
the Duke of York. 

The reigning King is George V, who rules 
from 1910 to 1936. His natural successor is Ed- 
ward VIII, his eldest son. As it happened, of 
course, Edward was never crowned, abdicating 
after a few months in favor of Mrs. Simpson. 
The second son, the Duke of York, thereupon 
became George VI, King of England. Makry- 
at has no way to know the future—he merely 
plans to learn the ways proper to Windsor roy- 
alty as the relatively inconspicuous second son, 
and then to replace the Heir at a suitable time. 
(Perhaps he stages a fall from his horse, and os- 
tensibly loses part of his memory, then regains 
it manfully, to the adoration of the public.) 

Makryat knows full well that the roy- 
al house no longer wields significant political 
power, but the Windsors are nonetheless fabu- 
lously wealthy and enormously influential. Bid- 
ing his time, Makryat will come to rule the Brit- 
ish Empire—unless, of course, the investigators 
kill him first. 

During the return trip, other passengers can 
help or hinder the investigators. Their charac- 
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ters and aims are detailed in the section Board- 
ing. When Makryat sees the investigators—and 
he must see them, since they'll be in the Calais 
coach—he moves against them, first subtly and 
then with increasing ferocity against survivors. 


THE SimuLAcRUM EMPOWERED 


Once the Ritual of Enactment has been in- 
voked, and the Sedefkar Simulacrum donned, 
Makryat has considerable powers at call. How- 
ever, as owner, he must perform the Ritual of 
Cleansing every 100 hours. If this is not done, 
his body begins to corrupt. 

The simulacrum confers the following 
powers. 


> POW of 125. 
> 10-point armor against kinetic damage. 


> The ability to assume the identity of 
another human by donning the skin of 
that person. This confers the voice and 
walk of the person, but not his or her 
skills and memories. All statistics remain 
the same, except for APP and SIZ, which 
conform to those of the new body. One 
cannot wear any skin more than once; 
once changed, the old skin is no longer 
wearable, though it is perhaps identifiable. 
Should the wearer be killed, he or she 


resumes his or her own appearance. 


> The ability to Call an Avatar of The 
Skinless One. This can take any form, as 
long as a flesh receptacle is available for 
it to inhabit (this can be prepared with 
the cult spell Turn to Skin). Statistics vary 
according to the form taken. This spell is 
unique to the simulacrum owner, and is 
described in the Constantinople chapter. 

> The ability to Call The Skinless One 
without the usual required sacrifices. 
This costs 10 POW, plus all of the 
caller's magic points, save one. 

> Now in harmony with its owner, 
the simulacrum no longer 
has a Baleful Influence. 
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INVESTIGATOR DETERIORATION 


Having possessed and lost the Sedefkar Simu- 
lacrum, the investigators now must suffer the 
corruption which Makryat told them about. 
The Ritual of Enactment confirms the new 
owner, and also destroys all previous owners, 
even though they no longer possess the simu- 
lacrum. Their physical decay continues until 
they learn and cast upon themselves the Ritual 
of Cleansing. 
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Deterioration Effect Table 


1D20 Effect 

01 sweat heavily 

02 strong body odor 

03 cracks in skin* 

04 growth of thick ropy hairs* 

05 skin flakes off* 

06 veins swell and bulge out from skin* 
07 patches of hair fall out 

08 acne* 

09 small sores and lesions erupt* 

10 sores ooze blood* 

11 sores ooze mucous* 

12 black fungus sprouts* 

13 vomit-like liquids ooze from pores* 
14 skin loosens and hangs flapping* 

15 skin tightens, threatens to split* 

16 something alien moves beneath skin* 
17 skin creeps continuously* 

18 skin discolors like necrotic tissue 

19 eyes distend and cannot bear sunlight 
20 roll again; apply to two locations 

* Affects only one body part, determined below. 


Body Location Table 


1D20 
01-03 
04-06 
07-10 
11-15 
16-17 right arm 
18-19 left arm 
20 head 
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Location 
right leg 
left leg 
abdomen 
chest 
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What If The Investigators Choose to Fly? 


It is a reasonable plan to seek to beat Makryat 
to London by flying there ahead of him. From 
October 1922, a direct flight is available from 
Constantinople to Paris, taking forty hours. 
There is a brief stop in Arad, Romania. From 
March, the service connects through Belgrade. 
Refer to the article "Air Travel in Europe in the 
1920s" for more information. 

In their cleverness, the players are inadvertently opting 
out of the scenario “Blue Train, Black Night”, the climactic 
on-board scenario in a campaign about a train. That may 
seem disappointing, but good roleplaying stories spring 
from player actions, and there are other thrills to be found 
in the air. 

Keepers should decide if they wish to embrace the idea 
and run an alternate scenario, or if they wish to put obsta- 
cles in the investigator's way, either to prevent them from 
leaving or to instill sufficient doubt that air travel is not as 
guaranteed as the train. 

The following notes are ideas for keeper expansion. 


AVAILABILITY 


Air travel is not available in the winter months, resum- 
ing after 15 February. The Compagnie Franco-Roumaine 
de Navigation Aérienne only runs one flight per day, with 
room for only five passengers on the Bleriot-Spad 33. 
Seats may already be booked, forcing the investigators to 
travel the following day, or to split their group among sev- 
eral flights. 

This pertains to the commercial service. Investigators 
might charter a series of private aircraft, and choose their 
own destinations. 

Luck rolls might determine the availability of aircraft or 
seats aboard, or the keeper may choose. If you want them 
to fly, let them. Failed Luck rolls simply put them under 
the care of less reliable pilots. 


HAZARDS AND DELAYS 


Flying in winter is hazardous. Luck rolls may be needed 
per day to avoid mishap. 

Minor problems might include being grounded for a 
day due to poor flying weather, or mechanical trouble de- 
laying take-off or forcing an unscheduled landing. 

More extreme outcomes might include a crash in Bul- 
garia. Allow Pilot (Aircraft) rolls to minimize the risk to 
passengers as the plane lands hard, shearing off a wing. 


TROUBLE IN THE AIR 


Mehmet may have anticipated this move and placed a 
Brother aboard each flight. (This plan will not work if 
there are already five investigators aboard, but keepers 
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may wish to ignore the historical limitations of 
the Bleriot-Spad 33 and add more seats.) Once 
at altitude, the assassin strikes at the pilot, en- 
dangering all on board. 

Some of their old enemies can strike from 
the ground. Without iron rails to roll on, the 
plane is not safe from Baba Yaga. Her curse fills 
the cockpit with black chicken feathers, forcing 
an emergency landing in the backwoods of Ser- 
bia where she and the Walker in the Woods can stalk them. 

If the Lloigor did not get their medallion, they send 
dreams and winds if the plane flies through Italian air- 
space. The bora picks up, requiring Pilot (Aircraft) rolls at 
Hard difficulty to wrestle the plane through safely. 

Throughout the journey, the investigators suffer from 
deterioration as their bodies cry out for the Ritual of 
Cleansing to remove the taint of the simulacrum once 
and for all. 


REJOINING THE EXPRESS 


If flying becomes untenable, the investigators may rejoin 
the Orient Express. At least one good day of flying means 
that they are running ahead of it. Catching it may require 
taking a local service or chartering another flight to reach 
a city on the route. Refer to the Air Routes in 1923 map 
for cities served by commercial flights, and compare to 
the Simplon-Orient Express stops. 

Keepers will need to adapt the scenario's events if the 
investigators join later. Allow for quick escalation so that 
the action soon reaches the same point in the timeline as 
predicted. Thus, on Night Three if the investigators are 
aboard, the Locomotive Beast awakes. 


MEHMET ALONE 


If the investigators never board the Express, Mehmet re- 
mains in character as Emile Soucard for the trip, with no 
need to change form and risk his cover. Szorbic probably 
completes his mission to kill Groenig. There may be a 
struggle between Mehmet and the Jigsaw Prince in Swit- 
zerland, but without players to witness it, assume that the 
Prince is foiled but not killed. No keeper wants to off such 
a useful ongoing villain. 

At Calais, Mehmet skins and becomes Sir Robert Har- 
row, and makes for Islington. 


ARRIVING AT CROYDON AERODROME 


If the investigators survive their trans-European flight, 
they can reach London some hours or even a full day 
ahead of Mehmet, although they have no clue as what 
his present appearance may be. Allow them to plan an 
ambush at his shop. This is discussed in the next chapter. 
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Every morning after Makryat dons the sim- 
ulacrum, cause each player to roll CON or less 
on D100 for his or her investigator. A success- 
ful roll postpones decay for another day. Fail- 
ing, they then must roll CON or less every hour 
for affected investigators. 

Failing the hourly CON roll, the investiga- 
tor begins to show signs of the infestation: his 
or her player should thereafter roll once on the 
Deterioration Effect Table every six hours. Ef- 
fects with asterisks involve only one body part: 
roll on the location table to determine the body 
area affected. 

The keeper describes the actual appearance 
of these effects. Start lightly, then build up to 
real virulence. Perhaps the investigators had 
learned to live with the Baleful Influence—but 
this is new, and worse. 


Boarding 


Even investigators with return tickets have no 
booking for a specific day’s departure on the 
Orient Express. Sirkeci station staff inform 
them that the next Orient Express service is in 
the evening and that only first-class tickets are 
available in the through-coach to Calais. These 
berths are in various compartments—the in- 
vestigators must share with strangers. The clerk 
is apologetic but firm: there is no other option. 
It is important to the plot to arrange things in 
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this manner; if necessary, it transpires that no 
other berths are available on the entire train. 

The service departs at 4:30 P.M. Passengers 
are advised to be at the station half an hour be- 
fore departure. Their luggage can be checked 
through, though it will be surprising if the in- 
vestigators have any belongings left at this point. 

Mehmet Makryat cannot be found before 
departure, as he is already in the skin of con- 
ducteur Emile Soucard. 


ON THE PLATFORM 


Passengers are harassed by merchants and beg- 
gars crowding the platform, since Orient Ex- 
press patrons always mean good business for 
those who ply the station. Keep these rug deal- 
ers and curiosity brokers insistent, annoying, 
and oppressive. The investigators should not be 
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able to tell whether these people are what they 
seem or Brothers of the Skin in disguise. How- 
ever, no harm comes to the passengers on the 
platform—that comes later, on the train. 

The gleaming blue and gold coaches of the 
Simplon-Orient Express sit waiting for the in- 
vestigators. The train is a-bustle with people 
boarding. Steam rises from an engine well- 
stoked and ready to roll. 


FELLOW TRAVELERS 


With the exception of Emile Soucard, who is 
off-duty only at odd moments, each of the non- 
investigators in the Calais coach is numbered, 
and that number corresponds to the number of 
a berth in the accompanying coach diagram. In 
the diagram, the lower number of a pair repre- 
sents the upper berth. 

Keepers who have a high number of female 
investigators, or more or less than five inves- 
tigators, must alter bookings and berths (and 
sexes of passengers) carefully, in the light of full 
understanding of the events to come. Be sure 
to record changes as they occur. The first non- 
player character to be removed in favor of an 
investigator should be Luigi Martinelli. 

Presumably the keeper has a few characters 
available from Strangers on the Train to round 
out shortages in the passenger list. 
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When an investigator goes mad or dies, 
grant that player the role of one of these char- 
acters, to keep them in play. Elena Costanza and 
Rama Ho-Tet are the most likely to get them- 
selves involved. 


COMPARTMENTS AND WASHROOMS 


The compartments with berths 1 & 2and 3 &4 
have doors connecting to the same washroom; 
when one door is unlocked, the other door can- 
not be opened. Passengers are requested always 
to keep their doors locked when not using the 
washroom. 

The same connection applies to compart- 
ments with berths 5 & 6 and 7 & 8, and similar- 
ly for berths 9 & 10 and 11 & 12. The train plan 
shows the arrangement. 


EMILE SOUCARD 


The conducteur for the Calais coach, Emile 
Soucard (Mehmet Makryat) stands on the plat- 
form at the carriage door. He inspects the tick- 
ets of each politely, and each time salutes. He 
checks off his passengers as they come aboard. 

The real Emile Soucard was a powerfully- 
built Corsican who made up for his almost- 
alarming appearance by impeccable manners, 
which Mehmet apes but cannot achieve. Kindly 
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keepers allow a Hard Spot Hidden roll to notice 
the minor shortfall. 

The new Soucard is friendly to the investiga- 
tors. He has seen them from a distance already, 
so no investigator Psychology roll betrays him 
now. He greets them affably and informs their 
porters of the correct compartments. Investiga- 
tors wishing to observe the arrival of their fel- 
low passengers may loiter on the platform, or 
peer out a Calais coach window. 


(D Luci MARTINELLI 


A. 57-year-old opera basso, Signore Martinelli 
has completed an extended private engagement 
in Constantinople, and now moves to a season 
in London. He has heard nothing of Caterina 
Cavollaro's tragedy in Milan, and is appalled at 
the news if any investigator acquaints him with 
it. A loud and aggressive man, Signore Marti- 
nelli finds himself very amusing. He also con- 
siders himself a fine mimic and practices his 
impersonations at every opportunity. Investi- 
gators overhearing his exercises may draw the 
wrong conclusions. 
The first night, Martinelli complains to his 
investigator compartment mate about having 
to climb into the top bunk; he pleads or insists 
that they swap. He is very overweight, enough 
that he makes the top berth sag alarmingly. 
Only the cruelest (and most foolhardy) investi- 
gator refuses. When Makryat sends an assassin, 
politeness saves the investigator's life, since the 
villain knifes the wrong man. 

Martinelli's rich and melodious snores are 
as loud as thunder; the investigator sleeps badly 
unless succeeding a Hard POW roll. 


DOSSIER INDIVIDUEL SOEO74 


Soucard Emile 


LUIGI MARTINELLI, Age 57, Opera Basso 


STR 55 CONS80 SIZ90 INT 70 

POW 75  DEX40 APP65 EDU 75 
Sanity 75 Build:1 Move:5 HP:17 

Damage Bonus: +1D4 

Brawl 2596 (12/5), damage 1D3 + 1D4 

Dodge 20% (10/4) 


Skills: Art (Sing) 70%, Be Pompous 55%, Charm 55%, 
Credit Rating 50%, Enjoy Food 90%, Fast Talk 65%, 


Horror on the Orient Express 


CONSTANTINOPLE & CONSEQUENCES 


Mimicry 15%, Opera History 67%, Try New Food 
90%. 


Languages: English 25%, French 45%, German 65%, 
Italian 75% (own), Spanish 45%. 


(3) JACK GATLING 


Gatling is a syndicated columnist who special- 
izes in high-profile gossip for American news- 
papers. He is 32 and slightly balding, but hand- 
some none the less, with black hair and brown 
eyes. He has a world-weariness only partly cul- 
tivated. Gatling has heard about the Baron of 
Blackpool and Dofia Margarita, and is on the 
train to get the scoop. 

If he sees a story in what the investigators 
are doing, hell make himself a nuisance fast. 
Wild or outlandish statements they make to 
him may to be circulated all over Europe—he 
definitely writes about them if any investigator 
is wealthy or famous. Gatling files his stories via 
telegram, so news can appear even before the 
train has arrived. 

Sharing with Jack Gatling is no picnic for 
an investigator trying to keep something quiet. 
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Gatling is under foot whenever he isn't spying 
on someone else. 

The columnist is also good for background 
on the other passengers, and might make per- 
sonal observations that could help unmask 
Makryat. Gatling can relate incidents to which 
the investigators have not been privy. 


JACK GATLING, Age 32, American Gossip 


Columnist 
STR 70 CON 50  SIZ 60 INT 80 
POW 60 DEX 65 APP55 EDU 65 


Sanity 65/57* Build: 1 | Move:9 HP:11 


* The lower Sanity figure applies after Makryat has used 
Gatling for The Flesh Creepers, while Gatling is tem- 


porarily insane. 
Damage Bonus: +1D4 
65% (32/13), damage 1D3 + 1D4 
Dodge 45% (22/9) 


Skills: Art (Photography) 55%, Fast Talk 75%, Stealth 
70%. 


Brawl 


Languages: English 65%. 
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On Skinning Humans 


It should not be difficult to remove a human skin intact. Ed Gein, the Wisconsin mass-murderer, is said to have 
skinned his victims intact with a long slit down the back, but this may be folklore. Start by cutting from ear to ear 
along the hair line in the back of the head. Then from the middle of this line, I would cut down the back about 
halfway. The skin could then be peeled off like a rubber glove, using a short curved knife to separate the skin from 
other tissue, especially at the sticky cartilaginous areas. A long pointed knife would poke through and ruin the hide; 
ordinary surgical tools would do excellently. So would taxidermy tools. 

For a single accomplished cultist, skinning should take less than an hour, perhaps as little as twenty-five minutes. 
Presumably two or three skinners could work together faster still. Since the skin would be separated from the body 
at the subcutaneous fat layer, anything which would make this fat more liquid should speed matters. Heat and mild 
acids might help, and skinning would be better done when the body is very warm, 

In order to slip into a captured skin, the evildoer might lubricate himself with a magical ointment containing 
baby fat, like the enchanted oil reputedly used by witches to enable them to fly. 

About that twenty-five minute skinning process: it may occur to some ghoulish keepers to have a victim skinned 
alive. This would certainly be an effective torture, but the skin would never escape unspoiled, no matter how well 
restrained the victim is. And bear in mind that the process will spill a lot of blood. 
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— William A. Workman. 
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(5) Sm Rogert Harrow, BART. 


Wealthy adventurer and man-about-town, 
Harrow is tall, strapping, and very English. He 
sports a bristly moustache and a crooked grin; 
in his forty years he has been everything from a 
big game hunter to a member of parliament. He 
regales any investigator, especially his compart- 
ment-mate, with tales of his adventures. When 
the horrors begin to mount, however, Sir Robert 
hides in the toilet or gets drunk in the salon car. 

He has an eye for the ladies, about whom he 
frequently exclaims, sometimes boorishly. Sir 
Robert is Makryat's first choice if the sorcerer 
needs a new identity. 


AN UNHAPPY INVESTIGATOR 


Sir Robert often is unable to sleep. The more he 
smokes and reads, the more the idea of the la- 
dies next door moves him. Frequently through 
the night, the cad importunes their favors, al- 
ternating between irritating pleas and disgust- 
ing assaults upon the intervening door. 


SIR ROBERT HARROW, Age 40, Minor 


Politician and Poseur 


STR 65 CON 55 
POW40  DEX70 
Sanity 40 Build: 1 


SIZ 85 INT 65 
APP65 EDU 75 
Move:6 HP:14 


Damage Bonus: +1D4 

55% (27/11), damage 1D3  1D4 

Skills: Angle For Appointment 35%, Art (Billiards) 
40%, Art (Play Cards) 35%, Charm 55%, Credit 
Rating 60%, Dodge 37% (18/7), Lie 55%, Make Up 
Amusing Story 65%, Spend 65%. 


Brawl 


Languages: English (own) 75%. 


(7) ELENA. COSTANZA 


A woman of obscure background who has 
earned her money and style. Her dark hair and 
exotic beauty support Mediterranean origins. 
She is a British agent. She has heard a rumor of 
a plan to assassinate the King of England's son 
from a Brother just interrogated; she assumes 
that Edward, the elder son, is the target. 
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She allies with the investigators when she 
realizes they are up against the same foe, or if 
she has learned of their trustworthiness from 
Sir Douglas Rutherford or Lieutenant Hen- 
nessey. She has spent two perilous years in Con- 
stantinople. She is intelligent, capable, armed, 
and well-able to look after herself. She is loathe 
to reveal her employer unless truly necessary. 

Jack Gatling starts the rumor of a spy on 
the train; investigators may suspect a male pas- 
senger in preference to this quiet, unassuming 
young woman. 


AN UNHAPPY INVESTIGATRIX 


Madame Costanza's female compartment-mate 
has a hard time. If she has an Appearance of over 
50 and is under forty years of age, Sir Robert 
makes repeated contemptible efforts to get into 
their room during the night. To all appearances, 
Madame Costanza sleeps through the entire af- 
fair, and wakes refreshed the next morning. 


ELENA COSTANZA, Age 30, British Spy 


STR 65 CON 75 
POW75  DEX75 
Sanity 75 Build: 1 


SIZ 60 INT 85 

APP70 EDU 70 

Move 9 HP: 14 

Damage Bonus: +1D4 

.22 automatic 60% (30/12), damage 1D6 
Fighting Knife 45% (22/9), damage 1D4+2 + 1D4 


Skills: Charm 75%, Codes & Ciphers 45%, Dodge 37% 
(18/7), Listen 60%, Spot Hidden 65%, Stealth 45%, 
Track 35%. 

Skills: Bulgarian 25%, English 45%, French 40%, Greek 
55%, Italian (own) 70%, Spanish 55%, Turkish 55%. 


(9 & 10) THe Count Anp Countess 


Henri Matthieu, Count de Bruessy, and his 
wife, Emmanuelle, are returning from a holi- 
day east. He is stout, hale, and hearty, with a 
drinker's red complexion and gray hair. She is 
half his age, of red hair and green eyes, and of 
sophisticated demeanor. They make an elegant, 
if loosely-allied couple. 

Gossip-mongers, among them that re- 
pellent American, Jack Gatling, have seen the 
Countess with handsome German industrialist 
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Kurt Groenig. Count Henri, who has his own 
private amusements, is a tolerant and cosmo- 
politan man whose anxiety is only for his fam- 
ily name. All three do their utmost to avoid 
Gatling, efforts with which the Orient Express 
staff are in sympathy. 


HENRI, Count de Bruessy, Age 57, Aristocrat 


STR 55 CON70  SIZ65 INT 60 
POW 50  DEX60 APP75 EDU 70 
Sanity 50 Build: 0 Move:5 HP:14 


Damage Bonus: 0 


20-gauge Shotgun 75% (37/15), damage 


2D6/1D6/1D3 
8mm Lebel Revolver 55% (27/11), damage 1D8-1 
Brawl 3096 (15/6), damage 1D3 
Dodge 30% (15/6) 


Skills: Accounting 3596, Charm 5596, Collect Rents 
70%, Credit Rating 85%, Evaluate Wine 88%, Listen 
55%, Persuade 65%. 


Languages: English 50%, French (own) 70%, Romanian 
35%, Turkish 40%. 


EMMANUELLE, Countess de Bruessy, Age 31 


STR 60 CON 45 SIZ50 INT 70 
POW 55  DEX55 APP75  EDU 80 
Sanity 55 Build:0  Move:9 HP:10 
Damage Bonus: 0 

Dodge 30% (15/6) 


Skills: Amuse 75%, Collect Jewelry 45%, Credit Rating 
75%, Hold Salons 75%, Read Novels 55%, Stealth 
55%, Take What Pleasure Comes 95%. 


Languages: English 30%, French 60%, German 30%, 
Romanian (own) 80%. 


(D Kurt Groen 


A young German industrialist, Groenig is just 
thirty, with blond hair, blue eyes, and a chis- 
eled Teutonic profile which he can soften in 
an instant to good-natured boyish charm. No 
woman bothers to resist him, for he makes the 
moment so enjoyable and the consequences so 
insignificant. Astonishingly to him, he has fall- 
en in love with the Countess de Bruessy, whom 
he fears is only using him. 


Books 4 


Chieftain 
n any Tii” man. 
Ng, paswonate, keen and as ador- 
Toms any woman desires 
Mb e. à Yo are thrilled 
MM “This is 
ord Se Boe is ¢ the Shook.” 


the 
ts Mosher, an Ss 


in 
e Aner sev m 


be pre } n 
he lowers whether 
di - fie i 


jy Allah! I want her and I'll keep her.” 


ESIDES giving entertainment, Moving Pic. “The Tents of Allah” hae all the siure ed 
BE res have dome more tc ? elwate and ta in rams vnd foin Centum id an anant land whch ih oe 
dence the lives of ron of egi than has any puer enjoyment of plat ond acting, 
gerere gd 


Since motion pictures are such à force for 
or evil, ins ily 5 important chiite the rn 


ones Deubtion vun, too, want them - and we re 
So we have worked out a plan which we believe 
will give you just what you want, Wc have made E 


arrangements with the kaling motion ure 
Review Service, which gives ee po s on 
all mew pictures, which will be sent to 


M 1923 


SSS 


Cents 


LE & CONSEQUENCES 


Among men, Groenig is reputedly ruthless, 
as he helps his father bring back Groenig Fabri- 
kat from its collapse at the end of the Great War. 


KURT GROENIG, Age 30, Scion of German 
Industry 


STR 80 CON60 SIZ70 INT 80 
POW 70  DEX60  APP65 EDU 80 
Sanity 70 Build:1  Move:8 HP:13 


Damage Bonus: +1D4 
Brawl 60% (30/12), damage 1D3 + 1D4 
9mm Groenig Automatic 70% (35/14), damage 1D10 


Skills: Afternoon Dalliance 8996, Charm 7096, Create 
Product Line 5596, Credit Rating 7096, Dodge 3096 
(15, 6), Fast Talk 5096, Persuade 65%, Stealth 40%, 
Solve Production Problem 7796, Squeeze Out Com- 
petitor 8996. 


Languages: English 4096, French 6096, German (own) 
80%, Italian 45%. 


(122 Rama Ho—TEr 


A mysterious, wealthy Egyptian, tall and heavy- 
set. Ho-Tet avoids casual conversation with ev- 
eryone. He was most annoyed when he booked 
(at the last minute) and had to accept a shared 
berth. He deals in Egyptian and Middle East- 
ern antiquities from a large shop in Alexandria. 
His silence broached, he is a knowledgeable and 
pleasant companion. 

Ho-Tet is an excellent source of information 
about rarities and ancient lore. The keeper might 
use him to plug any gaps in the investigators’ 
knowledge of the Sedefkar Simulacrum's history. 


RAMA HO-TET, Age 53, 
Scholar and Antiquities Dealer 


STR 50 CON60 SIZ 80 INT 90 
POW 85  DEX45 APP50 EDU?92 
Sanity 81 Build:1 | Move:5 HP: 14 


Damage Bonus: +1D4 
Brawl 25% (12/5), damage 1D3 + 1D4 
Dodge 25% (12/5) 


Skills: Appraise 85%, Archaeology 75%, Credit Rating 
50%, Cthulhu Mythos 6%, Dreaming 17%, Good 
Taste 89%, History 50%, Library Use 70%, Listen 
55%, Occult 40%, Persuade 50%, Spot Hidden 45%. 
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Languages: Arabic (own) 90%, Aramaic 45%, 
Demotic Egyptian 50%, Egyptian Hieroglyphs 
55%, English 80%, French 55%, Hebrew 40%, 
Syriac 45%. 


(14) Lonp MARGRAVE 


The Baron is a tall, snobbish Englishman 
with brown hair worn thick and a thin 
moustache. He has a penchant for bow ties 
and butterflies; and can speak endlessly on 
either topic, though on not much else but 
money. 

Gatling and others have hinted that 
he is having an affair with the fiery Span- 
ish noblewoman, Doña Margarita del Gar- 
da, who occupies the next compartment. 
There is more to this than it seems: Mar- 
grave has been selling piecemeal his estates 
to the wealthy del Gardas, and is trying to 
recoup his heritage through romance. Since 
he is estranged from Lady Margrave, Mar- 
grave prefers the scandal of the romance to 
the scandal of having sold his birthright, al- 
though he would prefer to hide both. 


Lord MICHAEL MARGRAVE, Baron 
of Blackpool, Age 45 


STR 55 CON 60  SIZ75 INT 50 

POW 50  DEX80 APP60 EDU 80 
Sanity 50 Build:1  Move:7 HP: 14 

Damage Bonus: +1D4 

Brawl 25% (12/5), damage 1D3 + 1D4 

Dodge 40% (20/8) 


Skills: Butterfly Catching 60%, Butterfly Mounting 
30%, Collect Stamps 48%, Credit Rating 60%, 
Natural World 55%, Science (Botany) 25%, Sci- 
ence (Zoology) 25%. 


Languages: English (own) 80%, Spanish 25%. 


(5) LA Doña DeL GarDA 


B 


3 


She isa classic Spanish beauty, widowed and 
without children. She is quiet and tough— 
she quietly poisoned her brutal husband 
three years ago. But the heart knows only 
itself: she has fallen for Lord Margrave per- 
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Sir Robert Harrow : 
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A haps because, like her deceased husband, he 
> : is so lacking in charm she does not suspect 


joyed a holiday with him, she now returns 
to Paris. From there, she goes to Madrid 
while he journeys to London. 


Doña MARGARITA del GARDA, 
Age 35, Spanish Aristocrat 


STR 70  CON85 SIZ 50 INT 60 

POW 50 DEX55 APP70 EDU 65 
Sanity 50 Build:0 | Move:9 HP:14 

Damage Bonus: 0 

Brawl 2596 (12/5), damage 1D3 

Dodge 3096 (15/6) 


«E. U —— Skills: Credit Rating 7096, Fast Talk 65%, Natural 


fe CURTIS PUBLISHI G COMPANY London SE 3 World 50%, Wear Black 67%. 


Languages: English 35%, Spanish (own) 65%. 


(16? DANTON Szonbic 


N | d A small, rotund, balding man, who wears 


\6$ 


bifocal glasses, he is nonetheless (aside from 


Mehmet Makryat) the most dangerous man 


j- 
51 
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on board, physically far more powerful than 
his appearance suggests. 
Szorbic is a professional assassin, hired 


by a competitor to kill Kurt Groenig. Szor- 
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bic intends to murder Groenig during the 
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stop in Trieste, and then re-board the train 
as if nothing had happened. If the crime 
can be pinned on the Count de Bruessy, so 
much the better. However, once killings be- 
gin on the train, he may use the confusion 
to cloak his murder of Groenig. 


DANTON SZORBIC, Age 49, Assassin 


without a Country 


STR 75 CON90  SIZ 50 INT 75 
POW 85 DEX 85 APP 40 EDU 50 
Sanity 37 Build: 1 Move: 8  HP:14 


Damage Bonus: +1D4 
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9mm automatic 90% (45/18), damage 1D10 


.303 Single-Fire 80% (40/16), damage 2D6+3 
Competition Rifle 


Stiletto 70% (35/14), damage 1D4 + 1D4 
Dodge 50% (25/10) 


Skills: First Aid 60%, Forge Identity Papers 88%, Make 
Silencer 65%, Library Use 35%, Smuggle Weapons 90%, 
Spot Hidden 90%, Stealth 85%, Track 35%, Use Tele- 
scopic Sights 85%. 


Languages: English 30%, French 65%, German 25%, i 3 t produites 
Italian 7596, Spanish 4096. 
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The course of the scenario is in part dictated 
by the investigators. Though they do not know 
Makryat's identity, they may search for the sim- 3 
ulacrum while Makryat must stay his hand for I E n i oo 
a while. 1 : ESS ^ 

The investigators are seasoned Orient Ex- 
press passengers by now, and a successful Know 
roll can establish that searching cars at stops —— 
along the way makes little sense, and that they ops 
should therefore confine themselves to the four vulgo der Schillernde Hecke 
or five cars that are going through to Paris. The — ampere mt 
engine and tender will change several times on eichnung aus azurblau ver- 
that journey, as well, exempting those locations. 

Five cars are scheduled for Paris: a first-class 
sleeping car, another first-class sleeping car, a 
second-class car, and the two front fourgons. 
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THE FourGoNs 


Two guards sleep in each of the three luggage T V. 29 A " 'euines 
vans. They fiercely resist attempts by investi- | R 
gators to search the belongings of passengers. 
Here the efficiency and integrity of the Ori- 
ent Express organization works against the 
investigators—no attempt at bribery or deceit 
succeeds. The Compagnie Internationale des 
Wagons-Lits handpicks its conducteurs and 
other staff; these men are beyond temptation. 
Rigid honesty is as much part of the special at- 
mosphere of the Orient Express as is its aura of ‘ 
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W hal li the Investigators Catch 
Makryal early? 


This scenario is an espio- 


nage game between Mehm- 
et Makryat and the investi- 
gators. They seek to expose 
him, and he attempts to 
have them surreptitiously 
killed. Neither side can act 
in force against the other 
for fear of being removed 
from the train. 


Observant or inspired play- 

ers may isolate Makryat's 

identity early, and tail him so closely that he cannot 
act. In a private moment, the investigators may at- 
tack and kill him, ending the scenario early. 

This is fine. It is, in fact, the whole point of the sce- 
nario. If they kill him early they are to be congratu- 
lated, even if it means that the Locomotive Beast will 
never run, denying the keeper some choice scenes. 
Do not artificially preserve his life for the sake of the 
scenario as written. 

Makryat dead, the scenario is by no means over. The 
other enemies the investigators have made across 
Europe continue their assaults on the train. 

At the keeper’s option, the other Brothers that 
Makryat was in contact with may still board the 
train, but it may suit the drama better if the cult's 
effectiveness dies with him. 


NA ANA ANANAS A TA TA ANA ANA 


A successful Know roll suggests that there 
is also the special parcel-delivery fourgon in the 
lead, where security will be even tighter. Makry- 
at may have simply expressed the simulacrum 
to Paris by parcel post, there to be picked up or 
trans-shipped to London. 

In fact, as we know, the simulacrum is weld- 
ed to the undercarriage of the Calais coach. 


PASSENGER BERTHS 


Obviously compartments must be searched, but 
these are usually occupied, or are being cleaned, 
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or are locked up tight. Only conducteurs have 
pass keys—big brass things on lanyards around 
their necks. Washroom compartments offer 
some protection from curious eyes, but the 
locks for these internal doors are no less secure. 

Nonetheless, though the Orient Express 
locks are well-made, they are not elaborate or 
complex; a successful Locksmith roll opens any 
of the compartment or washroom doors. 

At night, the conducteur for the car sits in a 
chair at the end of the carriage, with a clear view 
of all outside compartment doors, number 17 
on the car diagram. 


DiNNG CAR, 
SALON CAR 


These semi-public areas are likely to contain 
staff or passengers at almost any hour. The din- 
ing car has enough nooks and crannies, espe- 
cially in the wine cabinets, to hide the simula- 
crum, but nothing unusual is there. The locked 
liquor cabinets in the salon car bar might also 
hide the simulacrum, but do not. All these cabi- 
nets can be specially locked, if the keeper wish- 
es, requiring Hard Locksmith rolls to open. All 
should yield to force, however, with STR rolls, 
but the intrusion is obvious. 


ENGINE & "TENDER 


The engine is the only other place the investiga- 
tors might choose to search. The searing heat 
of its innards makes it mostly inaccessible. The 
tender can be reached by crawling along the 
roof of the train, and the coal could be sorted 
through and the water tank explored, but these 
extended tasks could not be hidden from staff. 


A Little 
àl Fomor 


What follows is a chronology of the ad- 
venture which evolves as the train chugs west 
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across Europe, and while the investigators work 


frantically to find the simulacrum. 

Some events hinge on the actions of the in- 
vestigators, but most will occur despite their 
best efforts. Some scheduled events are courtesy 
of Wagons-Lits, others are not. 


Day One 


The Simplon-Orient Express departs Constan- 
tinople’s Sirkeci station at exactly 4:30 P.M. and 
steams slowly around the southern periphery 
of Stamboul, bound for Paris, Calais, and Lon- 
don. Investigators spend the time in playing 
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Spot-the-Mehmet, in settling in, and in meet- 
ing their compartment-mates. 

The investigators may attempt to switch 
their compartment assignments, to place two in- 
vestigators per compartment. The other passen- 
gers have settled in, and are disinclined to oblige. 
Martinelli enjoys the company; Gatling hopes to 
learn some gossip; Harrow likes being adjacent 
to Costanza; and Costanza needs an ally against 
Harrow. 

As on the journey out-bound, the con- 
ducteur of each car takes possession of the 
passports, visas, customs forms, and other en- 
try or departure documents required of pas- 
sengers, so that the guests of the Orient Express 
are not disturbed by things so petty as nation- 
al borders. This allows Makryat, as Soucard, to 
learn a bit about his foes. These documents are 
passed on to the Chef de Brigade, who accom- 
panies or delegates someone else to accompa- 
ny the border police, as they satisfy themselves 
car-by-car. The ability to sleep through border 
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crossings is one of the reasons travel 
via the Orient Express is so prized. 

All trains are sealed while bor- 
der inspections occur—don't be 
rigid, but cause the investigators to 
deal with the problem as it arises 
logically. 


LONDON NEWSPAPERS 


The Orient Express offers newspa- 
pers from London, printed 72 hours 
prior. Among news of the troubles 
in Europe and Ireland, investigators 
can read about a disturbing murder 
three days ago near Islington (Re- 
turn Handout £1). This story pre- 
views the strange events centered on 
Mehmet's shop. 


Night One 


On this train, dinner seating is by 
coach. With stealthy guile and con- 


Islington Shopkeeper 
Murdered 


Signs of a Struggle 


An Islington shop proprietor has been found 
dead under mysterious circumstances. Mr. Rob- 
ert Osborne, owner of Osborne’s Gentlemen’s 
Outfitters on Nelson Street, was found dead in 
his shop by a member of staff as she arrived for 
work. 

Scotland Yard Detective Inspector Phillips 
said “There was a great deal of destruction in the 
shop, indicating a struggle that would have been 
quite noisy. However, the doors were locked and 
there was no sign of forced entry. I would like 
to ask anyone who was in the vicinity of Nelson 
Street between the hours of five and seven of 
yesterday morning to make themselves known 
to the police.” 
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siderable luck, since his new persona has many 
duties elsewhere and absolutely none in the 
dining car, Makryat has arranged that a carafe 
of water poisoned with antimony be placed on 
the investigators table. Antimony is a colorless, 
odorless poison. 

He cannot poison their meals since he does 
not know what they will order, nor is he (as 
Soucard) even allowed in the kitchen, and the 
investigators wines or mineral water will be 
opened for them at the table. If anyone specifi- 
cally drinks the water, then normal poisoning 
rules apply. Antimony is a mild poison. Vomit- 
ing, nausea, and cramps set in within an hour, 
and the drinker takes 1D10 hit points of dam- 
age (halved if an Extreme CON roll is made). If 
the investigator receives a successful Luck roll, 
in the process of regurgitation, he or she vomits 
up the poison and suffers no further ill health. 

The Wagons-Lits staff is horrified, and the 
Maitre d'Hotel painstakingly investigates the 
food and drink which the investigator con- 
sumed. He fears food poisoning. He will be 
stunned to learn that an open water carafe was 
served without it being requested—not a com- 
mon event in a society which, for long-stand- 
ing reasons of health, drinks bottled mineral 
water or wine as a matter of course. Whether 
or not a proper water sample is still available, if 
any of the investigators receive a successful Sci- 
ence (Chemistry) roll, traces of the vomit (or 
the contents of the stomach) can show that the 
problem was poison. This creates general con- 
sternation. 

If someone dies, his or her body is taken off 
at the border. There the Turkish and Interal- 
lied Police come aboard and question everyone. 
This delays the train for two hours; accordingly 
adjust all times given below. 


NIGHT: 11:25 P.M. 


The train arrives at the Turkish frontier, where 
Soucard uses a pretext to leave the Express and 
send a telegram forward, to cultists at Svilen- 
grad. 
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He uses the 24-hour clock. Investigators keep- 
ing watch out the windows spot him entering 
the station if they re quick. A bribe at the te- 
legrapher’s window reveals the content of the 
telegram. Soucard has an 85% chance of no- 
ticing the investigators’ action, and thereupon 
changes identities again once across the Bulgar- 
ian border. 


NIGHT: 12:01 A.M. 


The train continues to the border, halting at 
Sinekli as Turkish and Interallied Police board 
to make exit checks of passports and visas. 

If investigators charge Soucard with the 
poisoning, the Chef de Brigade is outraged. 
Soucard is a man of long and faithful service 
and he protests mightily at his being held. The 
police know the Orient Express staff well, and 
will require significant evidence before acting 
on the tip. Soucard returns to his duties. 


NIGHT: 12:19 A.M. 


The train rumbles on slowly for a few minutes, 
then stops for a moment as the Greek police en- 
ter. If the investigators have made any trouble, 
the Chef de Brigade hints that the police look 
especially closely at the investigators’ docu- 
ments—he is hoping for an excuse to put them 
off the train. 
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NIGHT: 12:40 A.M. 


If Makryat feels he has been spotted before Svi- 
lengrad, he creeps into one of the Calais coach 
cabins and takes the identity of a passenger— 
perhaps the Dofia del Garda, as she has a sin- 
gle compartment. After skinning her, Makryat 
dresses in the skin and silently drapes Soucard's 
skin in the compartment of the investigator 
who was most vocal against him. 

In the meantime, Makryat dumps what's 
left of Dofia del Garda out her window. Those 
investigators who are awake have a Spot Hid- 
den chance to see the body fall; sleeping inves- 
tigators notice nothing. If anyone sees the body 
fall and reports it or pulls the emergency cord, 
Makryats substitution may be understood, 
since del Garda's recovered body and Soucard's 
discovered skin do not match. Anticipate this 
development. Chances are that the investiga- 
tors throw away Soucard's skin as incriminat- 
ing and thus fail to press their case just when 
most opportune. 

The point is important, because the discov- 
ery of a murder here logically halts the train 
while either the Bulgarian or the Greek police 
(choose one side or other of the border, for ju- 
risdiction) initiate a stultifying investigation— 
not a good way to start the climax of the cam- 
paign. Keepers unready to entertain such a 
possibility neither plant Soucard's skin nor al- 
low detection when Makryat rids himself of his 
female victim. 

If he has a choice, the Chef de Brigade pre- 
fers to discover a murder in Italy, or points fur- 
ther west, where courts and police are more 
likely to make rapid concessions to the de- 
mands of passengers and train. 

When Soucard disappears, the Chef de Bri- 
gade fears the worst, for Soucard has given long 
and impeccable service. He launches a thor- 
ough search of the train, though one calculat- 
ed not to disturb the passengers in the slight- 
est. Investigators who have somehow already 
gained the trust of the Chef de Brigade might 
be accepted as volunteers in the search, and 
thereby gain access to areas normally prohibit- 
ed to them—such as a baggage car. Lacking evi- 
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dence however, the Chef de Brigade has no rea- 
son to assume that Soucard is dead, and so the 
train continues on its progress. 

Another conducteur assumes Soucard's 
duties. 


NIGHT, 3:20 A.M. 


Arriving in Svilengrad, the Bulgarian police 
board for inspection. Countess de Bruessy 
takes the occasion to emerge from Groenig's 
compartment, proceed to the water closet, and 
then go on to the compartment she shares with 
the Count, who is snoring away. It is no one's 
business, of course, but if investigators are in 
the passageway and make gallant gestures, she 
smiles amusedly. If, however, Jack Gatling looks 
archly at her at breakfast, she assumes that they 
gossiped about her to him, and thereafter ig- 
nores all the investigators. 

The Brothers requested in Makryat's tele- 
gram board second-class; unless the investiga- 
tors keep watch on the station platform, they 
do not know that anyone has boarded. In fact, 
however, the Bulgarian police are looking for 
some Turkish nationalists agitating among the 
border population; if the investigators bring 
these Turks to their attention, the investigators 
have a Luck roll’s chance of seeing them de- 
tained and causing them to miss the train. 


NIGHT, 4:35 A.M. 


As the train departs Svilengrad, Makryat is in 
someone or other's skin, and he/she tries to get 
to the second-class coach and alert the cultists 
about the investigators. 

If possible, the cultists are to ambush the 
investigators while their targets stroll some sta- 
tion platform, stretching their legs. Makryat is 
keen not to delay the Orient Express, since he 
has his own timetable to keep. 

Once an investigator can be isolated, he or 
she is stabbed or strangled, as inconspicuous- 
ly as time allows, and then the corpse is hid- 
den in shadows. Since the Orient Express staff 
handles the paperwork as national boundaries 
are crossed and no passenger roll is taken other 
than by each coach conducteur, no one may no- 
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tice anything amiss until the other investigators 
realize one of their number is missing. 


Day ewe 


Before Sofia, dawn comes. Guardian or sleep- 
less investigators see wolves pace alongside the 
slow-moving train, their breath clearly visible 
in the chill air. The investigators may suspect 
that Fenalik or one of his Children still lives, 
despite the victory on the outward journey. Do 
nothing to soothe such fears. 

If investigators have been attacked in some 
way, especially by Makryat’s Brothers from Svi- 
lengrad, Elena Costanza approaches the inves- 
tigators sometime today. See her description 
for more. 

Breakfast is served. Brave or lazy investiga- 
tors can order that breakfast be brought to their 
compartments, where they can eat alone. 


DAY, 11:15 A.M. 


At Sofia, Jack Gatling jumps off the train and 
races to send a telegram. Since he waits until 
the last moment, there’s no chance to learn the 
contents of the message. It is in fact a tattling 
cable to his newspaper confirming the affair of 
Countess de Bruessy and Kurt Groenig. 

This is another chance for the Brothers to 
assassinate one or more investigators. The train 
departs at 11:50 A.M. 


DAY, 12:48 P.M. 


Having crossed the border of the Kingdom of 
Serbs, Croats and Slovenes, the Orient Express 
departs Tzaribrod and the Serbian customs po- 
lice. The Brothers of the Skin should have killed 
or wounded an investigator by now, though 
they make no obvious attacks aboard train. Let 
the investigators take the offensive if they wish; 
it will make them feel better for a while. In any 
case, they should continue to be interested in 
spotting Makryat. 
> If Makryat is still Soucard, Listen rolls 
overhear the Chef de Brigade complain in 
French that Soucard is ignoring his duties. 
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> If Makryat is Doña del Garda, then 
perhaps Lord Margrave is heard (Listen) 
in the salon car complaining of his 
paramour's inattention, or her maid 
notices some change in her, or perhaps the 
investigators notice via Spot Hidden how 
clumsily she has repaired her cosmetics. 


DAY, 2:28 P.M. 


At Nis-Crveni Krst, the Brothers kill anoth- 
er investigator if they can. If they fail, and if 
Makryat feels his Dofia is under suspicion, he/ 
she wanders off with Lord Michael and comes 
back wearing Margrave's skin—having, with 
the Brothers help, murdered and skinned the 
poor man in the station toilet. He slaps himself 
on the face so that his cheek is red, and dress- 
es a Brother in del Garda’s clothes. He has the 
fake del Garda drive off in a taxi, then exclaims 
loudly about their lovers' quarrel in the salon 
car. 

Jack Gatling hears about this within min- 
utes, and Makryat/Margrave suggests they talk 
about it tonight, in his compartment. 


DAY, 2:58 P.M. 


The train underway again, the journey to Bel- 
grade takes approximately four hours. In ad- 
dition to the ones detailed below, the keeper 
might improvise additional re-encounters, if 
desired. 

If Jack Gatling meets with Margrave/Makry- 
at, as suggested previously, he jokes about the 
impending meeting to his investigator com- 
partment-mate. 


Night Two 


NIGHT, 6:43 P.M. 


The train nears Belgrade. In the outskirts, the 
investigators notice a little white cottage, clean 
and neat and in good repair, squatting incon- 
gruously among the ruins like a tiger ready to 
leap (lose 0/1 Sanity points to see this). 

If any investigators descend to the platform, 
a swarm of black chickens attack, exactly as 
happened in the Belgrade chapter; check there 
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for statistics and tactics. 
These black birds come 
from nowhere, and af- 
ter 1D6 rounds vanish as 
quickly. With a successful 
Natural World roll, alert 
investigators notice the 
number of birds suddenly 
increased when the investi- 
gators were close to the Cal- 
ais coach (where the simula- 
crum is hidden). 

What are Baba Yaga’s in- 
When will she strike again? Let 
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tentions? 
the investigators spend an uncomfortable hour 
here. No cultists attack, because Makryat sens- 
es the force of the new attacker, and hopes she 
can do the job for him. He waits. He has other 
plans, for later tonight. 

The train pulls out at 7:35 PM. 


NIGHT, 8:04 P.M. 


Dinner is served. Only a few diners precede the 
investigators. After they are seated, the Maitre 
d'Hotel ushers in an elderly woman and places 
her nearby. As she straightens up, the inves- 
tigators see that she is Baba Yaga. Her baleful 
stares doom the meal—everything is tasteless 
and cold. Complaints to the Maitre D'Hotel 
meet stern assurances that the Duchess should 
indeed be here. A successful Psychology roll 
suggests that he is under compulsion to act on 
Baba Yaga's behalf. 

If the investigators flee the dining car, they 
find her standing outside one of their compart- 
ments, waiting. If they enter another compart- 
ment and shut her out, they find her staring in 
at them through the train window as it races 
through the frosty night. As they close the cur- 
tains, they find her image fused through the 
glass. The iron in the rails prevents her from 
causing harm, but her appearances unsettle 
them for 0/1 Sanity loss. 

Call for Spot Hidden rolls from those look- 
ing out the windows. Those that succeed no- 
tice a dim mountainous shape moving through 
the gloom. It is the Walker in the Woods, pac- 
ing alongside the steadily-moving train, its goat 
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legs pumping, keeping even with the coach. 
This sight causes 0/1D3 Sanity loss, diminished 
by the known safety of the train. 


MIDNIGHT 


Baba Yaga's harassment ceases. In the mean- 
time, investigators may have been too preoccu- 
pied with the appearance of Baba Yaga to have 
seen Lord Margrave and Jack Gatling leave the 
dining car or the salon car, and go to Margrave's 
compartment—or, if Makryat is still Soucard, 
then he beckons Gatling with a message—or, if 
Makryat is still Doña del Garda, then he tempts 
Gatling with the same scandalous story from 
her perspective. 

Gatling, sure he is onto something good, 
ignores any investigator cautions. Once alone 
and secure in the private compartment, Makry- 
at clubs the columnist unconscious, something 
many have wanted to do in the past, and binds 
him firmly. After casting Control Skin to seal his 
mouth, he wakes Gatling and cuts six chunks of 
flesh from Gatling’s belly. With these he creates 
six flesh creepers. Those prepared, he waits un- 
til he believes the investigators are asleep. 


NIGHT, 1:13 A.M. 


A figure in a dark cloak holding a white object 
stands on the platform at Zagreb. Thinking it 
a return of the stranger from the dream, the 
investigators might step off the train and ap- 
proach. It is merely a night porter, gnawing on 
a loaf of white bread and cursing the cold. 

Departing Zagreb, the train reaches the Ital- 
ian border in two hours. 

When only the click of the tracks and the 
snores of passengers can be heard, Makryat un- 
leashes the flesh creepers. Notes for these ghast- 
ly little things occur at the end of this chapter. 
Each has 2 hit points each. 

Run this attack fast and furiously. The 
creepers are tiny—they could be anywhere— 
they dart out of nowhere—they suck onto peo- 
ple's faces. Give the investigators almost no 
time to react before the next one strikes. If the 
flesh creepers win, they continue to make at- 
tacks until they die. Sanity loss to see the flesh 
creepers is 1/1D4 Sanity points, or 2/1D4+1 for 
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the one-eyed investigator from Sofia, who suf- 
fers additional trauma to be beset once again by 
hand-sized assailants. 

Mehmet, in the meantime, returns Gatling 
to his compartment the moment that the in- 
vestigator leaves it, and removes the Control 
Skin. Gatling, having witnessed the ritual and 
his own part in it, is insane. He rolls about in 
his berth moaning, “They came from me, they 
came from me He does not remember who 
did this, nor thinks to ask for medical help. 
Only if the investigators examine him do they 
learn that six star-shaped lumps of flesh have 
been cut out of him, all with the same shape as 
the tiny attackers. Sanity cost to realize this is 
0/1 Sanity points. 


NIGHT, 3:17 A.M. 


If investigators survive the flesh creeper attack, 
Elena Costanza reveals to the investigators what 
she knows: a person named Makryat, who has 
affiliation with some members (traitors and 
heretics in Constantinople) of an organization 
called the Brothers, is planning to assassinate 
the King of England's son. If the keeper feels 
there is a more appropriate time for this in- 
formation to be revealed, then they should use 
it. By now Miss Costanza may be demanding 
explanations of the strange events happening; 
to get some answers, she is prepared to reveal 
some information herself. 


NIGHT, 3:23 A.M. 


At Ljubljana, Makryat lures away Sir Robert 
Harrow and, with the help of any remaining 
Brothers, leaves behind the skin of his last vic- 
tim as well as Harrow's corpse. He does this on 
the platform and hides the remains well. Now 
dressed in Harrow's skin, he sends a telegram 
to Milan whose contents are mostly identical to 
the first one he sent. This time he is very careful 
about being followed. 


NIGHT, 4:05 A.M. 


Beyond Ljubljana, the Serbian police begin 
their exit check, then the Italians begin their 
entry procedures. Some time later, the train 
passes into Italy. Szorbic comes to the investi- 
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gators in the night and whispers that he knows 
they are looking for a killer. He thinks Groenig 
is the murderer. He tells the investigators he saw 
Groenig with the last person they suspected; he 
is convincing enough that a Psychology roll 
cannot detect that he is lying. 

If awakened, Groenig is affable and slightly 
bemused by any outlandish claims, but threat- 
ening if crossed or pushed too far. He calls the 
Chef de Brigade, who has no sympathy for the 
investigators and their wild stories. 

Szorbic enters the picture if the investiga- 
tors have made loud claims about someone 
who is changing identities—otherwise Szor- 
bic attempts to kill Groenig in Trieste, as he has 
planned. 

If any of the investigators sleep after Szorbic 
came to their compartment, the lloigor at Pos- 
tumia disturb their dreams. Sleeping investiga- 
tors must succeed in a Power roll or lose 1D6 
magic points. 


Da y Three 


The train continues through Italy today. The 
investigators made enemies here, and have rea- 
son to be nervous. 


MORE LONDON NEWSPAPERS 


As the train continues west, more recent news- 
papers are taken on board. The latest paper from 
London has more news of concern about Isling- 
ton (Return Handout #2, following page). 


DAY, 8:30 A.M. 


The train arrives in Trieste at about 8:30 A.M. 
in the morning. 

If the investigators did not give back the 
medallion, then lloigor cultists take compart- 
ments in the Trieste-Paris coach and attempt to 
search the Calais coach for it as the train crosses 
Lombardy. 

The ghost of Winckelmann longs for it too, 
but he does not haunt during the day. 
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DAY, 9:32 A.M. 


The Orient Express departs Trieste. Between 
here and Milan, Makryat makes no move. He 
prefers to wait for darkness to try the next 
assault, which he is sure will clear his own 
timetable for London. Keepers should have 
sufficient tasks running the various non-play- 
er-characters and defending against investiga- 
tor accusations. 

Investigator and player paranoia should be 
running high. If there is any information that 
must be given to only one investigator, for in- 
stance, take that player aside to do so, or pass a 
note, and let the others begin to wonder if per- 
haps one of them is not now playing Mehmet 
Makryat. If the keeper likes, have an investiga- 
tor who goes insane during the trip back come 
to believe that she or he is the real Mehmet, 
and then have him or her begin to randomly or 
episodically plot against the companion inves- 
tigators. A good roleplayer could be inspired by 
this option. 

If possible, resolve fellow-passenger quirks 
and the loose ends of such plots before night- 
fall. After the train leaves Milan, these matters 
will be distractions. 


DAY, 4:10 P.M. 


The Orient Express arrives in Milan. Five Broth- 
ers of the Skin meet Makryat here. If by luck the 
investigators are tailing the right suspect, they 
see the meeting. These cultists are Italian; they 
book aboard the second-class car. 


Night Three 


Darkness falls as the train leaves Milan. The 
five cultists wait until the Express reaches the 
mountain grades, which it slowly climbs, and 
then open a window and clamber out onto the 
roof of the train. Unseen, they easily move up 
to the engine. There they attack and kill the 
crew, taking control. 

Investigators looking out the window have 
a Spot Hidden chance to notice a motionless 
fireman beside the tracks who has just been 
pitched out of the cab. When the track curves, 
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so that they can see the front of the train, all ob- 
serve that an extraordinary blue-white nimbus 
now Clings to the engine. The Brothers are cast- 
ing the spell Turn to Skin on the locomotive. 
Slowly it begins to transform. 

Meanwhile, the train unexpectedly picks up 
speed after a few jolts and shudders that aston- 
ish the Wagons-Lits staff and any experienced 
passengers. 

Encourage the players to understand that 
this may be Makryat’s strongest effort and that 
they are now in danger of losing everything. 

The upward grades continue. The investi- 
gators find it easy to climb onto the roof, and to 
go forward to the engine—no rolls are needed. 
The coal car offers convenient cover, if any have 
brought firearms. The cultists have just finished 
casting their spell; for a surprise hand-to hand 
attack, require a successful Stealth or a Hard 
Dexterity roll. 


RETURN HANDOUT #2 


Vagrant Slain 
In Islington 


Police Deny 
Connection To 
Shop Murder 


I 

I 

I 

I 

I 

I 

I 

I 

i 

i The area around the Bookbinder’s Arms 
on Combe Street remains cordoned off as the 
! police continue to investigate the murder of a 
i vagrant in the cellars of the well known Isling- 
i ton Public House. 

1 Detective Inspector Joseph Phillips of Scot- 
i land Yard stated “The body of a homeless man 
i was discovered this morning in the cellars of 
i the Bookbinders. He had been brutally at- 
i tacked and I appeal to anyone with knowledge 
I of this attack to come forwards.” 

i When asked if this was anyway related to the 
i death of Mr. Robert Osborne in nearby Nelson 
] Street, Detective Phillips replied “I categori- 
| cally deny that the two cases are in any way re- 
lated. Mr. Osborne was strangled, whereas the 
l man in the cellar suffered a number of wounds 
i to his chest.” 
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The train will enter the seemingly endless 
Simplon Tunnel (nearly 20 kilometers long) in 
the thick of the combat. At all times then, inves- 
tigators or cultists who stand up on car roofs or 
who lean out too far, or who fall from the train 
risk (Luck roll) striking the surrounding walls 
and being swept away (lose 5D6 hit points). 

When the fight ends, the Express emerges 
from the Simplon tunnel into Switzerland. 

The speed of the train is now faster than 
usual. Ahead, switches are thrown magically to 
clear the way, as plodding freights on the same 
track are shunted aside to make way for the 
untimely Express. It is now running ahead of 
schedule. Accelerating, it makes no more stops, 
scheduled or unscheduled: it is no longer the 
Simplon-Orient Express, and no ordinary hu- 
man can control it. 


A New DEVELOPMENT 


Regardless of how the cultist battle goes, 
Makryat has meanwhile called an avatar of The 
Skinless One to inhabit the locomotive. After 
this, his POW drops to 115. Make clear that 
the changes start after the Brothers in the cab 
have been eliminated, so that the connection of 
effect to the still-unidentified Makryat seems 
logical. 

Now the locomotive physically changes, as 
the Avatar takes effect. The engine's iron, steel, 
and brass become rubbery flesh, thicker and 
tougher than whale hide. The open firebox door 
becomes a ravening maw which spits flame and 
consumes all that is thrown into it. Its controls 
are now massive, pulsing veins and tendrils, 
and its gauges glinting, leering eyes. Sanity loss 
to see the Locomotive Beast is 1D3/1D20 San- 
ity points. 

If an investigator climbs around to the front 
of the engine, he or she sees a horrific appear- 
ance, completed by a three-lobed burning eye 
which becomes the only headlight. A successful 
Cthulhu Mythos roll confirms this as an evoca- 
tion of Nyarlathotep. 

Nothing the investigators do here much af- 
fects what the engine has become. There are no 
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working controls. The living locomotive is not 
physically invulnerable; in fact, it slows every 
time the investigators shoot it or seriously stab 
it, but then it speeds up again—it is too mas- 
sive for them to hope to disable it. Statistics for 
the Locomotive Beast are found at the end of 
the chapter. 

A successful Know roll establishes that 
damaging the avatar enough to stop it would 
probably derail the whole train. Since their 
speed is now nearly 60 miles an hour, most 
people aboard would die. Finding Makryat, at 
which they have been failing for days, promis- 
es better results. Presumably they re-enter the 
train's interior, leaving the whole to hurtle as it 
will through the night. 

If they think to look, all watches and clocks 
have stopped. 


THE CATHEDRAL. CAR 


Could things get worse? Yes. They reach and 
pass through Lausanne like a thunderbolt. As 
the west edge of town flashes past, all feel a dis- 
concerting hesitation or suspension, as though 
the entire train had decided to wait just a mo- 
ment, and then to roar on. 

When the train rounds the next bend, they 
see that an extra car has been added. 

If the Orient Express car plans are laid out, 
add the new one wherever opportune. If the in- 
vestigators are already comfortable with a par- 
ticular layout, then make it a new tail-end car, 
so that unexpected problems of how to get 
there from here don’t arise. 

The new car is a weird one, like a tiny goth- 
ic cathedral on wheels, and appears to be made 
of stone. Peculiar buttress-like structures hang 
off the sides for no apparent purpose; the light- 
ed windows are stained glass. Above the rush 
of the rails comes the tolling of a bell, strangely 
distorted, as if from a vast distance. The faint 
smell of burning incense wafts to them. 

The avatar and the simulacrum have sent 
shockwaves through the magical aether. Re- 
sponding, the Jigsaw Prince has transferred 
a chunk of Dream Lausanne to the train, and 
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there, secure until the distances become too 
great and his magic points run out, the Prince 
waits enthroned for the investigators to come 
to him. He can sense that the statue is on-board 
somewhere, and he wants to discuss a deal with 
the investigators. If they hesitate, a young page 
brings cordial greetings and offers a truce, so 
that a meeting can take place. 


THE MEETING 


Inside the Prince’s car, the investigators en- 
counter luxury greater than the Orient Ex- 
press. Huge tables sag beneath mounds of 
suckling pig, joints of beef, sweetmeats, fresh 
breads, and the finest wines and ales. Haunting 
melodies emerge from behind decorous tapes- 
tries. All is bright and clean, and the servants 
attentive and cordial. 

Stairs lead up and out of sight to rooms and 
towers above, and if the keeper wishes, addi- 
tional halls can connect laterally on this level as 
well; the cathedral car can expand its interior to 
be as large as desired. 

On his high throne the Prince waits, wear- 
ing only a satin loincloth. The investigators 
see his true form for the first time: Sanity loss 
2/1D6 Sanity points to see the ghastly seams 
and slumps between different original bodies, 
and the livid scars marking where Graft Flesh 
has been performed. 

His hideous bulk lounging upon a gem- 
encrusted throne, the Prince greets the inves- 
tigators warmly. He assures them that all past 
transgressions have been forgiven. He wants the 
statue, nothing more. Presumably the investi- 
gators want to live. Do we have a deal? 

If the bargain is struck, the Prince is un- 
bearably smug. ^My good friend Selim did not 
teach his arrogant son everything. A simple 
spell will show you which aboard the train he 
is, and then it will destroy him.” The spell is De- 
transference, discussed in the nearby box, and 
quickly taught to any investigator who receives 
a successful INT roll. 

This spell was jealously guarded by Selim, to 
keep the Brothers firmly controlled by him. The 
Prince is no fool, and has scrupulously avoided 
using any Transfers on himself—his longevity 
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stems from his Enchanted Grafted Flesh. How- 
ever, the Prince is not interested in exposing 
himself to Makryat's power: he is safe while in 
the cathedral car, and so he wished the investi- 
gators to come to him. 


ANTTACKING MAKRYAT 


Even if they do not intend to bring the simu- 
lacrum to the Prince, the investigators should 
be eager to learn how to get rid of Makryat. 
The Prince will not reveal that each casting 
costs the caster 10 POW; even if the investiga- 
tors ask directly, he dissembles or lies outright, 
though he does suggest that the spell exhausts 
the caster and that no one should cast it more 
than once a day. 

Having learned the spell, they can test it ona 
suspect. The visible portion of the spell consists 
of two elaborate hand gestures, followed by a 
three-syllable word—the whole takes about five 
seconds to complete. Non-Makryats feel noth- 
ing and are totally unaffected. 

Makryat has become aware of the Jigsaw 
Prince, but not of his intentions. He intends to 
play the skins-game once more, now trying to 
capture an investigator and assume his or her 


NA TA UA ANANAS TATIANA ANA NA 


Detransference 


Cost: 10 magic points; 10 POW 
Casting time: One round 


Oppose the caster's POW against the target's POW. 
If the caster succeeds, then the spell reverses any 
Transfer Body Part spells connected with the target. 
The borrowed organs and members appear in the 
caster's hands, sodden and rotting. Bereft of vital or- 
gans, the target quickly dies. 


The spell costs no Sanity unless it succeeds, in which 
case the rotting parts appear in the caster's hands— 
that costs 1D10 Sanity unless the caster has had ex- 
perience as a doctor or nurse. 


NA AAA AN ANA AN ANA IA ANA A 
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identity. Failing that, he takes Elena Costanza 
instead. 

En-skinned then, as someone, he/she then 
accuses the Chef de Brigade of being Makryat. 
If exposed, Makryat attempts to flee, but does 
not leave the train. Cornered, he offers to tell 
them where the simulacrum is if they let him 
go, but by this he intends merely to buy some 
time—they cannot get at the undercarriage 
until the train stops, and he will lie to avoid 
dismissing the avatar. 

Presumably the investigators will not now 
trust a man who has so misled them and end- 
ed Dr. Smith's brilliant career in so horrifying 
and callous a manner. 

The spell applied, Makryat squeezes apart, 
like putty. Makryat dead, the avatar vanishes, 
and the engine slows as the fire dies and the 
drive valves close off. The train halts some- 
where not far from Paris, leaving the Swiss, 
Italian, and French border police a-buzz far 
behind. Perhaps the investigators take that op- 
portunity to recover the simulacrum, or they 
wait—see the sub-section “Paris at Dawn.” 


IF MEHMET MAKRYAT SURVIVES 


Escaping, Makryat steals another identity and 
gets away. The Simplon-Orient Express steams 
in, hours ahead of schedule, well before dawn. 
Perhaps by car if no trains are yet running, 
Makryat then heads for Calais, to cross for Lon- 
don and his shop there. 


ABOUT THE PRINCE 


If the investigators are silly enough to return 
to the Princes cathedral, he demands they 
fulfill their bargain. If they refuse, he leaps up 
and lunges for them. As they are in the Dream 
realm, his pursuit becomes like a nightmare; 
they run in slow motion, with the Prince clos- 
ing on them, drawing inexorably nearer, so 
that they seem unable to make it out in time. 
But they do, slamming the door behind them- 
selves—in the Prince's livid face, so to speak. 
The cathedral car vanishes. 

If they don't return to the carriage, it van- 
ishes all the same, soon after Makryat dies. 
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Whether or not the cathedral car vanishes, 
the Prince stays on the train if Makryat is dead. 
He wants the simulacrum and will kill whoev- 
er interferes. Play this ruthless bully as nastily 
as possible. 

In a fight at close quarters, the investigators 
can win if they choose to shoot at his head, but 
heis mostly invulnerable and likely to take a few 
people with him. A successful Spot Hidden roll 
suggests that he is neither very strong nor very 
agile. The investigators might correctly deduce 
that a group melee attack could simply over- 
power him. They could Grapple him down, or 
make a more deadly attack. They might simply 
lock him in a compartment, since he's too large 
to squeeze out the window. This would keep 
him occupied until he Dominates the guard or 
some passerby, and is freed. 

Their best bet is a cold one—to push him 
off the train while it's still moving. 


Paris AT DAWN 


The engine ceases to be the Locomotive Beast 
the moment Makryat disintegrates, and ar- 
rives in Paris hours before it should, ending 
the strangest Orient Express trip in history. 
The engine stands steaming at the Gare de 
Lyon, while the passengers and crew stagger 
from the train, pale and stumbling. If there 
are wounded or insane, hospital services are 
requested. If there are dead, the police arrive 
as well. Managers and directors from Wagons- 
Lits descend to reassure, to compensate, and 
to commiserate. If he survived, the Chef de 
Brigade is suspended, investigated, and finally 
reinstated and commended. 

If any investigators went insane after Mi- 
lan, they are placed in Charenton unless 
their companions make other arrangements. 
Screaming investigators who refuse to go rein- 
force their insanity in the minds of the author- 
ities. If they do damage or injury while resist- 
ing, criminal commitment may result. 

Now that the train has stopped, and 
Makryat is dead, remaining investigators can 
thoroughly search the train. The Chef de Bri- 
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gade or his surviving assistant helps this time; 
after what they have seen and been through, 
they now trust the investigators. 

Inside the welding underneath the Calais 
coach are the pieces of the simulacrum, three 
of the Sedefkar Scrolls, plus false passports 
and other papers for Mehmet Makryat. 

Inside a large oilskin envelope, newspa- 
per clippings and documents deal with the 
Duke of York. There is a weekly summary of 
his movements. If Elena Costanza is still alive 
and sees these, she is puzzled: she had assumed 
that Edward was in peril. She makes a full re- 
port to British intelligence. 


THE SCROLLS 


The same difficulties of translation and com- 
prehension exist for these scrolls as for the 
Scroll of the Head (see the Lausanne chapter). 
That scroll is not necessary to understand these. 


THE SCROLL OF THE BELLY 


This is Sedefkar's mad litany to The Skinless 
One, a document insane enough to make the 
reader's skin crawl with revulsion. It confers 
796 Cthulhu Mythos, and costs 2D6 Sanity 
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points to read. If reading it makes someone 
insane, he or she develops a phobia concern- 
ing his or her naked skin, and thereafter goes 
clothed top to bottom, regardless of weather, 
comfort, or bath. 


THE SCROLL OF THE LEGS 


Here are many of the spells of The Skinless 
One. Time needed to learn the spells is left up 
to the keeper; some could be mastered quickly, 
some would take years. Most of these spells are 
summarized in the Constantinople chapter. 
The spells are Animate Flesh Thing, Call Skin- 
less One, Contact Skinless One, Control Skin, 
Create Flesh Creeper, Create Skin Beast, Curse 
of the Putrid Husk, Detransference, Melt Flesh, 
Prepare Corpse, Skin of the Sedefkar, Skin 
Walker, Transfer Body Part, Turn To Skin. Spell 
time-to-learn multipliers are appended. 


THE SCROLL OF THE RIGHT HAND 


This scroll contains the Ritual of Enactment. 
It can be learned with a successful Hard In- 
telligence roll; make the roll once for every 
month of study. This ritual empowers. the 
Sedefkar Simulacrum. Any person who. dons 
the simulacrum without performing this ritu- 
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al instantly corrupts into viscous matter. The 
ritual is long and complex, requires the sac- 
rifice of 100 points of POW, and costs 1D100 
Sanity points. 


CONCLUSION 


The investigators are still bound; their bodies will 
continue to corrupt until they acquire the Ritual 
of Cleansing, or until 100 hours pass and they 
dissolve into slime. This replaces the Baleful In- 
fluence. Their salvation or damnation occurs in 
the next chapter, the final one of the campaign. 


Should all of the investigators rot to death, 
the cycle of enactment and curse is ended. It 
begins anew with the simulacrum's next owner, 
but that is no longer the deceased investigators' 
concern. 


SANITY REWARDS 


For having destroyed Mehmet Makryat, each 
investigator receives 1D8+2 Sanity points; for 
having destroyed the Jigsaw Prince, 1D6 Sanity 
points each; for having recovered the Sedefkar 
Simulacrum, 1D3 Sanity points each. Exclud- 
ing Szorbic, a total of ten passengers in the in- 
vestigator's car were under threat of skinning. 
Award 1 Sanity point for each who steps safely 
from the train at Gare de Lyon. 
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Statistics 


MEHMET MAKRYAT (Soucard, et al.), 
Age 39, Leader of the Cult 


STR 90 CON 85 SIZ65 INT 90 
POW 125* DEX70 APP 70** EDU 80 
SanityO  Build:1 Move:9 HP:15 


* After casting Control Skin on Gatling and then creating 
the flesh creepers, Makryat’s POW is 120. After calling 
the avatar of The Skinless One, his POW is 115. 

**45 as Soucard 

Magic points: 45 

Damage Bonus: +1D4 

70% (35/14), damage 1D10 

65% (32/13), damage 1D3 + 1D4 

Cult Skinning Knife 90% (45/18), damage 1D3+2 + 1D4 

Quoit (thrown) 90% (45/18), damage 1D8+1 

Dodge 60% (30/12) 

Skills: Art (Skin Human 90%), Charm 45%, Climb 50%, 
Cthulhu Mythos 30%, Disguise 38%, Drive Auto- 
mobile 40%, Fast Talk 45%, History 25%, Intimidate 
80%, Library Use 40%, Linguist 20%, Listen 70%, 
Medicine 30%, Persuade 45%, Psychology 40%, Sci- 
ence (Pharmacy 20%), Sleight of Hand 25%, Spot 
Hidden 85%, Stealth 80%, Throw 70%, Track 40%. 

Languages: English 60%, French 40%, Turkish (own) 
90%. 

Armor: Makryat is immune to the first 10 points of 
damage from any kinetic attack. 

Spells: Animate Flesh Thing*, Call Avatar of Skinless 
One*, Contact Skinless One*, Control Skin*, Create 
Flesh Creeper*, Fist of Yog-Sothoth, Melt Flesh”, 
Skin Walker*, Summon/Bind Dimensional Sham- 
bler, Summon/Bind Fire Vampire, Transfer Body 
Part*, Turn To Skin.* 


* new spells found at the end of the Constantinople chapter 


.38 revolver 


Brawl 


BROTHERS OF THE SKIN, 12 Madman 
Cultists 


These cruel men are all insane, so-rendered by their evil 
desires. They are of various backgrounds and ethnicity. 


Build: 1 

Damage Bonus: +1D4 

Magic Points: 12 

Move: 8 

Cult Skinning Knife 55% (27/11), damage 1D3+2 + 1D4 
Dodge 25% (12/5) 
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Skills: Art (Skin Human) 35%, Follow Orders 45%, Lis- 
ten 40%, Spot Hidden 40%, Stealth 30%, Track 25%. 


Spells: Control Skin*, Turn to Skin*, plus Transfer Body 
Part* at the Keeper's discretion. 

Languages: Turkish (own) 60%. 

Sanity Loss: 0/1 Sanity points for confronting a Brother 
with obvious sewn-on additions. 
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At the Keeper's option, particular Brothers may have dead 
men's parts, heightening some skills. Some ideas follow: 
Arms: raise STR to 90, increase Damage Bonus to 1D6. 
Ears: raise Listen to 60%. 

Eyes: raise Spot Hidden to 60%, can see in the dark. 
Face: change APP to anything from 15 to 90. 

Fingers: raise DEX to 80, add Sleight of Hand 60%. 


Hands: raise STR to 80, add Scimitar 40%, damage 
1D6+2 + 1D4 


Legs: raise Move to 9, add Kick 40%, damage 1D6 + 
1D4 


Tongue: can chant in non-human language. 


BABA YAGA 


If required, Baba Yaga's statistics can be found in the 
Belgrade chapter, along with the Walker of the Woods. 


LLOIGOR CUITISTS 


Their statistics can be found in the Trieste chapter. 
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FLESH CREEPER 

STR15  CONIS5 SIZ5 INT 25 
POW 5 DEX 75 

Build:-2 Move: 12 flying HP:2 


Damage Bonus: -2, but not applicable. 


Magic Points: 1 


ATTACKS 
Attacks per round: 1 


Flesh Creepers attach to the victim's face and attempt to 
seal their mouth. Once affixed, they maintain their 
grip and asphyxiate the victim. 


Asphyxiation: a CON roll should be made each round; 
once a CON roll is failed, damage is sustained each 
round thereafter until death or until the victim is 
able to breathe. 


Seal Mouth 


Armor: a Flesh Creeper must either be cut off or 
reduced to zero hit points, but divide the damage 
from successful attacks between the Creeper and the 
victim. 

Skills: Find Designated Target 9996, Leap Onto Face 
75%. 

Sanity Loss: 1/1D4 Sanity points to see a Flesh Creeper. 


Having one stuck onto your face costs a further 
0/1D4 Sanity Points. 


90% (45/18), damage asphyxiation 


THE LOCOMOTIVE BEAST, Avatar of 


The Skinless One 
STR500 CON 500 SIZ 500 INT 75 
POW 100 DEX 50 
Build: 11 Move: 20 on rails only HP: 100 


Damage Bonus: +10D6 
Magic points: 20 


ATTACKS 
Attacks per round: 1 


The Locomotive Beast does not attack unless threatened 
directly. It belches flame from the maw where the fire 
door used to be, hitting any in the driving cab. Elsewhere 
it can extrude a single tentacle to grab and hurl (fighting 
maneuver) assailants from the train. 


Spit Flame 50% (25/10), damage 1D6 plus 
ignites 
Flesh Tentacle 5096 (25/10), damage 1D10 and 
DEX roll or be swept off train 
Crush Under 100% (50/20), damage 10D6* 
Wheels 
114 


* Target must be on tracks; a successful Dodge or Jump 
roll gets the victim to safety. 

Armor: 5-point hide. 

Skills: Accelerate 10096. 

Sanity Loss: 1D3/1D20 to see the Locomotive Beast. 


DUC JEAN FLORESSAS 

des ESSEINTES, 

Age 90 (looks 42), Duke/Tigsaw Prince 
STR 60 CON 70  SIZ75 INT 90 
POW95  DEX65  APP75(10 EDU 92 
Sanity0  Build:i Move: 6 HP 14 


Damage Bonus: +1D4 


Knife 75% (37/15), damage 1D6 + 1D4 
Sword Cane 70% (35/14), damage 1D6+2 + 1D4 
Dodge 50% (25/10) 


Armor: his body is enchanted. Melee attacks and weap- 
ons slide off his flesh without causing damage. Bul- 
lets do minimum damage. Enchanted weapons do 
normal damage. His head is vulnerable—any attack 
result which is 1096 or less of the attacking skill per- 
centage does normal damage to the head, regardless 
of the kind of attack. 


Skills: Credit Rating* 9096, Cthulhu Mythos 3096, 
Dreaming 80%, Fast Talk 78%, Hide 5096, Occult 
7596, Oratory 55%, Sneak 45%. 

* The police of various cities suspect him of many crimes, 
all unprovable. 

Languages: English 7096, French (own) 9296, German 
80%, Latin 55%, Turkish 45%. 

Spells: Animate Skin*, Brew Dream Drug**, Control 
Skin*, Detransference*, Dominate, Enchant Flesh**, 
Enchant Item, Enchant Knife, Graft Flesh**, Melt 
Flesh*, Shrivelling, Voorish Sign. 

* new spell found at the end of the Constantinople chapter. 

** new spell found at the end of the Lausanne chapter. 


Sanity Loss: lose 2/1D6+1 for seeing the Prince’s body 
uncovered. 
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LONDON AGAIN 1923 


The Fog Lift 


Wherein our heroes seek their salvation, confront a card played from 
beyond the grave, and end their journey as do all, 
where first they began. 


by Geoff Gillan with Mike lay 


THE INVESTIGATORS ARRIVE in London, 
in sore need of the Ritual of Cleansing which 
Mehmet Makryat said he hid here. Without it, 
they will die in a few days or less—precisely one 
hundred hours after losing ownership of the 
simulacrum in Constantinople. 


KEEPER ÎNFORMATION 


Makryat foresaw that he might lose the simula- 
crum and his own life, and so has arranged his 
reincarnation as a precaution. He has planted a 
fake version of the Ritual 
of Cleansing in his shop 
in Islington. If spoken, it 
will summon him back to 
life, and he will bring The 
Skinless One down upon 
his enemies. 
This final 
ter assumes that Makry- 
at died in France, in “Blue 
Train, Black Night,” at the 
hands of the investiga- 
tors or those of the Jigsaw 
Prince. If Makryat did not 
die, the conclusion to the 
campaign is different. In- 
vestigators may also avoid 
his trap, necessitating a 


encoun- 
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different ending. These and other alternatives 
are discussed throughout. 


Arrival in London 


The connecting service from the Orient Ex- 
press arrives at Victoria Station daily at 2:50 
P.M. Passengers stretch and laugh, glad to have 
ended their journey. The investigators may 
find their languor annoying. They are corrupt- 
ing fast and in a hurry. 

A  scruffily-dressed 
man waits at the sta- 
tion until 4:00 P.M. each 
day with a handwritten 
sign labeled “MacRat”. 
He is making no effort to 
conceal himself, but the 
crowds are thick. He can 
be noticed with a Spot 
Hidden—allow a bonus 
die if the investigators are 
looking for a cab. 

His name is Bill, a 
taxi-cab driver who has 
been contracted to con- 
vey a gentleman of the 
name Mac-Rat or some- 
thing like it to 3 Brophy 
Lane, Islington. The fare 
is pre-booked. He con- 
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fesses to being slightly nervous to be driving 
in the area, what with all of the recent crimes. 
The cabbie can summarize the reports from 
the newspapers as listed in the previous chap- 
ter, adding that a school teacher has just gone 
missing. He is glad to drop the investigators off 
and drive away. 

The cabbie was arranged by Mehmet as a 
surety, either to get himself to the shop quickly, 
or to lure the investigators there if he is dead. 
The investigators are not bound to take Bill's 
cab, but it is certainly handy. 
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Islington 


Makryat’s shop is now con- 
secrated to The Skinless 
One. It is a powerful place, 
and that power is leak- 
ing out, causing a series of 
gruesome happenings in 
the surrounding area. 

A new article about Is- 
lington appears in the first 
newspaper that the investi- 
gators consult on their ar- 
rival (Return Handout #3). 
If they get directly into a cab 
without picking up a paper, 
the cabbie can paraphrase 
the news for them. 

Two other murders in 
Islington were reported in 
recent days (Return Hand- 
out #1 and Return Handout 
#2, included in the previous 
chapter). If the investigators 
did not read about them 
on the train, they can learn 
about them now. 

Most investigators will 
proceed directly to the shop. 
If they choose to look into 
the other events first, details 
are given below. 


ARTHUR BOWMAN 


Mr. Bowman is in his fifties, and an entirely 
unadventurous bachelor, though a terror to his 
pupils. He vanished as he walked back to the 
boarding house where he lived, and was re- 
ported missing by his landlady, Miss Jane Parks. 
Miss Parks is elderly, hard of hearing and more 
than a little eccentric, but she knows "her boys" 
and was immediately concerned that Mr. Bow- 
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Islington 


Schoolmaster Missing 
Concerns Over His Safety 
Police Appeal For Assistance 
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| Police have expressed concern over the disap- ! 
i pearance of Mr. Arthur Bowman, 53, a school- i 
I 

! master at the Hanover Street School in Isling- i 
1 ton. Mr. Bowman was reported missing by 
I : : 

! his landlady, Miss Jane Parks, when he failed i 
i to return to her boarding house on Orleston | 
L| I 
! Road, Islington. His absence is out of character f 
i for this respected school master of many years i 
1 : . 1 
' standing in the community. In light of recent ; 
i events in the area, police ask that anyone with i 
I E . á : 1 
i information about the disappearance is re- i 
H quested to contact Inspector Joseph Phillips. i 
i i 
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man had not returned for supper. No leads ex- 
ist. He has vanished without trace. 


Rope T. OSBORNE 


Osborne's Clothing store, on Nelson Street, ca- 
ters to rich young men's tastes in leisure and 
sporting wear, including leather jackets and 
goggles for driving. The clothing store occupies 
much of the ground floor, with a small office 
and fitting room at the back. There is a chalk 
outline near the shop counter. A serious struggle 
took place; racks are knocked over and clothes 
pulled from shelves. The tattered remains of a 
leather jacket lie near the chalk outline, shred- 
ded and torn as if by claws or finger nails, but 
there is no blood on the jacket. Strangest of all, 
Track rolls confirm no footprints other than 
Osborne's. 

An autopsy concluded that Osborne died of 
asphyxiation, but no obvious cause could be as- 
certained, though there were no obvious signs 
of violence such as significant bruising or bro- 
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ken bones. There were traces of leather under 
Osborne's fingernails. Officially, the police have 
written the case off as “unexplained”, but DCI 
Phillips continues to research the case. 

A random emanation from Makryat's shop 
caused a leather jacket to animate briefly. It 
smothered Osborne before the animation wore 
off. Nelson Street is just around the corner from 
Makryat's shop in Brophy Lane. 


THe Homecess MAN 


The vagrant killed in the Bookbinder’s Arms 
has yet to be identified, so extensive were his 
injuries. The Bookbinder’s Arms is also near to 
Makryat’s shop. 

The cellar has been cleaned since the mur- 
der, removing much of the evidence. A Hard 
Spot Hidden or a search directed at the roof 
notes a series of deep scratches across the ceil- 
ing, as though made by the claws of an animal 
of some kind. 

The man was killed by the Skin Devil, who 
was in search of a sacrifice victim. 


Detective Curr. INsPECTOR JOSEPH PHILLIPS 


DCI Phillips is a tall thin man with a neat 
moustache and graying beard. He has a rather 
condescending attitude and is not likely to be- 
lieve in tales of the occult. He has been charged 
with the investigation of various local events 
and is not a happy man that none of it appears 
to make sense. 

If the investigators establish their credentials 
with Law or Credit Rating, Phillips will share 
details of the case from the descriptions above. 


FURTHER Events 


All of the incidents above are a reflection of the 
nexus forming at Makryat’s shop. The keeper 
may add additional events if the investigators 
delay their arrival, but time is against them. 
They cannot tarry long. 
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THE ANTIQUE SHOP 


Makryat's shop is locked and with its blinds 
drawn, just as it was weeks before when the 
journey began. Just before he left London, well 
after the investigators departed, and after the 
time that the police entrusted the premises to 
Makryat's greedy solicitor, Makryat returned 
there and carefully designed a trap which could 
bring him back to life if his plans failed. 

If they visited the shop before they departed 
for the continent, the investigators notice ma- 
jor changes when they creep back in. Keepers 
should refer to the shop description and map in 
the first London scenario chapter. 


THe Lurer ON THE CEILING 


Before he left, Mehmet killed the unfortunate 
Beddows and wrought his flesh and bones into 
a Skin Devil. The Skin Devil was set to guard 
the shop, to reinforce the ruse that Mehmet has 
prepared upstairs. 

In recent days it senses that the apotheo- 
sis of The Skinless One is nigh, and has ven- 
tured out to seek a sacrifice. It crept into a cellar 
and seized a vagrant who nearly escaped, so the 
Devil killed him with its claws. Learning from 
its mistake, it kidnapped Arthur Bowman and 
is holding him upstairs. 

The Skin Devil lurks on the ceiling of the up- 
stairs room, scuttling away from the light. At the 
keeper’s option, it can drop on the first inves- 
tigator to climb the stairs, or try to stay out of 
sight above and drop on them when they crowd 
around the scroll. Any investigator shining a 
flashlight up at the ceiling notices it at once. 

The creature flings its explosive bowel and 
then drops, maw open to suck the life from 
the first investigator. Sanity loss to see the Skin 
Devil is 1/1D10 Sanity points, made worse by 
the fact that the face of Beddows can be recog- 
nized within its crudely reassembled features. 


THe Pattern On THE FLOOR 


In the office upstairs, the carpet has been 
rolled back and the hardwood floor beneath 
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is carved with an intricate and somewhat dis- 
turbing pattern. 


THE Captive IN THE CurBoARD 


Hidden from view, Arthur Bowman is in the 
wardrobe in the corner. He is catatonic with 
terror, as the Skin Devil checks in on him from 
time to time. He ignores any sounds outside 
and remains silent and terrified. Investigators 
only find him if they specify that they are open- 
ing cupboards to look. 

Bowman’s mind is all but gone, his scien- 
tific rationalism shattered. He has a pattern 
scratched into his forehead, which a Cthulhu 
Mythos or Occult roll determines has some 
similarity to the one on the floor. 

Kindly investigators may wish to remove 
Bowman from the building. A Law roll confirms 
that the reappearance of a missing person will 
raise immediate questions, and will involve them 
with the police. Time is short, so they may wish 
to wait until they have finished in the shop. If 
Bowman is taken away, he is no longer available 
as a substitute sacrifice, as noted below. 


TH Scrott On THE Desk 


On the desk is a scroll, at a glance obviously one 
of the Sedefkar Scrolls. It is tied with a red rib- 
bon. 

A note in English is next to it. 


MASTER, AS YOU INSTRUCTED 
THE SIMULACRUM MUST BE 
PRESENT. Yr. servant. 


Unrolled, the scroll is identical to the oth- 
ers. Illuminations depict flensed left hands and 
arms, and an armored figure with the sun radi- 
ating from him. It is the same age as the other 
scrolls, and written in the same rambling style 
of Sedefkar. This is no forgery. The Sedefkar 
Scroll is in the same confusing combination of 
Arabic and Turkish as the others. It will take 
hours to translate. 

Beneath it a handwritten transcript, in the 
same hand as the note, sets forth a number of 
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unfamiliar words, apparently written phoneti- 
cally. Neither successful Cthulhu Mythos nor 
Occult rolls make sense of the syllables, which 
seem to be a short chant. Though the investi- 
gators may deduce that these syllables compose 
the Ritual of Cleansing, they do not. 

Cautious investigators will ignore the tran- 
script and seek to get the original translated. 
Proceed to the section below, “Scroll of the Left 
Hand.” 

Others will speak the false ritual, and fall 
into Mehmet's trap. 


THE FALSE RITUAL 


The ritual in the transcript requires that at 
least one simulacrum piece is present. This is 
the beacon that will guide Makryat's life force. 
Without a simulacrum piece, nothing happens. 

If a piece is nearby, when the words of the 
transcript are spoken, they act as a conduit to 
bring the consciousness of Mehmet Makryat to 
life in the body of the investigator closest to the 
center of the circle—determine their positions 
at that moment by calling for Luck rolls. The 
investigator with the worst result is selected. 

Make an opposed roll between Makryat's 
current POW 115 and the target investigator's 
POW. If the investigator is lucky, he (or she) 
beats back the possession, hearing Makryat's 
screams inside his or her own skull, and feeling 
the acid drip of insanity lap against his or her 
soul—lose 2/1D6+1 Sanity points, but Luck 
saves the day. 

More likely however, the victim's con- 
sciousness slowly extinguishes, like a fading 
projection lamp—his or her body begins to 
twist and warp and turn into a hideous mock- 
ery of The Skinless One, and in the mind all 
goes black forever. 

In front of the remaining investigators, 
their friend dies and they can do nothing. Re- 
quest the character sheet, and offer commisera- 
tion, then warn that the rest surely face doom— 
the ghastly outlines of Mehmet Makryat can be 
perceived shifting inside the livid, splattering 
form which was their friend. 
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hat If Mehmet Escapes? 


If both Mehmet and the investigators succeed in 
performing the Ritual of Cleansing, the chase is 
still on. Makryat carries on with his plan to replace 
the Duke of York, who is vacationing at Balmoral. 

Having Elena Costanza with them would be a 
big help, and she is likely to offer to go with them 
to protect the King's son. However, Elena will make 
the fatal mistake of rushing to the aid of Edward. 
A Know roll from an investigator may remind 
her that the King has more than one son. If Miss 
Costanza has already expired, perhaps Sir Douglas 
Rutherford could show up, to smooth the way. 

This scenario is best left to an entire session. 
Mehmet will not use the statue again until he is 
in proximity with the Duke, so he is vulnerable. 
If Mehmet escapes, with or without the Sedefkar, 
keepers may wish to keep him as an ever-present 
threat in an ongoing campaign. Could this person 
be Mehmet? You never know. 
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MAKRYAT REBORN 


Mehmet Makryat has been reborn, but without 
skin. All his internal organs continually shift 
and writhe, slithering through and across him- 
self as enormous worms and slugs might course 
through gelatin. Burning in his forehead is a 
third eye, which remains fixed with the other 
two while all else moves. Sanity loss to witness 
his return is 1/1D10 Sanity points. 

If the investigators make no move, this is 
a last chance for Makryat to answer questions 
and tie up loose ends before he destroys them. 

That done, shouting his barbaric triumph, 
Makryat calls for The Skinless One, and turns 
to attack the other investigators with hands like 
twisted claws. With each hit scored, Mehmet 
grows some skin. 

Then the floor begins to quake as the 
true Skinless One arrives in the circle. Sani- 
ty loss to witness The Skinless One's arrival is 
1D10/1D100 Sanity points—everyone knows 
instinctively the horrible power of the god:con- 
densing before them. Behind him swirls avor- 
tex of glowing-orange clouds and dark smoke. 
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Makryat directs The Skinless One to attack, 
yet the god stands unmoved. Screaming hyster- 
ically, Makryat commands that, by the power 
of his ownership of the Sedefkar Simulacrum, 
The Skinless One must obey. The Skinless One 
looks at him again, then turns to observe the 
scattered pieces of the simulacrum. 


NONE WEARS THE SIMULACRUM. 


The Skinless One's observation is correct. 
Makryat moves towards the pieces, to merge 
with them. "Obey me, for I am now your mas- 
ter!” he screams. 

This is the investigators’ chance to act. If 
they prevent Makryat from donning the simu- 
lacrum, he is unable to command The Skinless 
One. However, the reincarnated Mehmet cannot 
be killed, and the statue pieces are unbreakable. 

If any investigator tries to flee with a piece, 
Makryat summons a Dimensional Shambler to 
fetch it back. If an investigator should manage 
to don the simulacrum, without performing the 
Ritual of Enactment, he or she instantly corrupts 
into slime. 

The Skinless One watches impartially, arms 
open as if ready to receive something. If a piece 
of the simulacrum is thrown to the livid god, 
The Skinless One snaps the piece in half with a 
brittle crackling. 


THE USURPER IS UNWORTHY. 
MY GIFT IS SUNDERED. 


When the first piece is broken, Makryat stops 
dead. His hideous cadaver collapses, lifeless for- 
ever. Pieces he might have worn clatter to the 
floor. If these are thrown to the waiting Skinless 
One, it breaks each in turn. 

When The Skinless One squeezes the head 
of the statue, for a brief second faces flash across 
it: Sedefkar's, Fenalik’s, Selim's, Mehmet’s, the 
Duke’s, and the investigators. Then it crumples 
into the hollowness of itself, like a rotten puff- 
ball from an oak tree. 
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A Substitute Sacrifice 


The campaign has 
been long and arduous, 
and some keepers may 
find it unfair to demand 
a mandatory investigator 
sacrifice at this final trial. 

If the keeper prefers 
not to kill a player char- 
acter to fuel Makryat's 
return, then Arthur 
Bowman is available. 
Do not call for Luck rolls as above, but summon 
Makryat directly into him once the ritual is intoned. 
As Makryats consciousness floods into him, he 
manages a single muffled scream before the ward- 
robe explodes into splinters. Makryat steps forward, 
reborn in the body of Bowman. 

Conversely, keepers can use Bowman as a sec- 
ond chance for Makryat instead of granting the in- 
vestigators the victory. If the investigator wins the 
opposed POW roll, Makryat's evil soul is deflected 
into Bowman. The investigator feels a directional 
wrench as Makryat's presence tears out of them, arc- 
ing straight for the corner of the room. The investi- 
gator is saved, but Bowman is doomed and Makryat 
soon walks. 
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THE GIFT OF SKIN IS REVOKED. 


The last piece destroyed, The Skinless One de- 
parts. The broken simulacrum fragments dis- 
appear into the center of it, sucked down. Any 
Sedefkar Scrolls present, including the vital 
Scroll of the Left Hand, are tugged into the cir- 
cle and also disappear, unless grabbed and held. 
The Mims Sahis is also whirled away. Makryat’s 
corpse is dragged down, and any investigators 
still standing in the circle begin to lose their 
footing as well—allow a DEX or a Luck roll to 
leap clear. If this roll is failed, pushed and then 
failed a second time, the desperate investigator 
clutches another investigator and drags him or 
her into the void as well. 
Alive or dead, the investigators have won. 
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What If the Investigators Avoid 
the False Transcript? 


Cunning investigators may EA 
not be deceived by Mehmet's — i 
phony ritual Makryat thus 

remains dead, The Skinless 

One remains not summoned, 

and the simulacrum remains 

unbroken. That makes for a 

peaceful conclusion to the 

campaign, but leaves our he- 

roes in possession of an unholy artifact which they 
have no means of destroying; they must continue 
to recast the Ritual of Cleansing every 100 hours. 


The simulacrum must be kept safe from any re- 
maining Brothers, or other Mythos forces. The 
investigators have a life sentence as its custodians. 


Keepers may leave them in this state, or write a 
new adventure in which the true destruction of the 
simulacrum can be effected. One solution is for 
them to continue to perform Rituals of Cleansing, 
to translate all the scrolls, and to find a way to call 
The Skinless One back to reclaim his simulacrum. 


Further details are left to the keeper to explore. 


Keepers must decide whether or not the 
surviving investigators’ corruption continues 
to ravage them. Logically, with the simulacrum 
gone, its effects stop, or perhaps fade or reverse 
over time. Just as logically, a Ritual of Cleans- 
ing may be needed in order to remove impair- 
ments whose spread has been halted, but whose 
effects continue. 

In the latter case, use the following sub-sec- 
tion, “The Scroll of the Left Hand.” 


S$cnoLL Or THe Lert Han 


The contents of this scroll are not the same as 
those of the false transcript; to make sure, the 
investigators merely need read the scroll /or 
have it translated. Fortunately, they are a few 
minutes' taxicab ride from the British Museum, 
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Investigators who fly into 
London arrive at Croydon 
Aerodrome. If they left 
Mehmet Makryat to take 
the Orient Express alone, 
he arrives at Victoria Sta- 
tion as scheduled, now 
in the guise of Sir Robert 
Harrow. 

Mehmet  hastens to 
Islington to retrieve and perform the Ritual of 
Cleansing. The investigators can arrive at the shop 
before him. They must first deal with the Skin Dev- 
il (see p. 118), but can set an ambush for Mehmet 
when he arrives. Involving the authorities will be 
of little use—Mehmet enjoys complete credibility 
as Barrow, and can have them arrested with ease. 
They must murder him in secret. 

Use Mehmet’s statistics from the Across Europe 
scenario. While they do not know what he looks like, 
they know where he is bound. If they ambush him 
and kill him, he will still come back to life if they 
perform the false ritual as described on page 119. 

If the false ritual is performed before Mehmet 
arrives it does not work—the simulacrum is not 
present and Mehmet is not dead. Neither will it 
cleanse the investigators, which is a clue as to its 
veracity. 

Mehmet himself needs the true Ritual of 
Cleansing. Stealing the Scroll of the Left Hand is an 
effective tactic. Without it Mehmet will soon cor- 
rupt unto death. He will hunt them during his last 
hours, starting at the British Library, for the inves- 
tigators need a translation if they are to avoid the 
same fate. Destroying the scroll is more drastic, as it 
dooms the investigators in equal measure. 

Using the above elements, keepers should be 
able to fashion a final showdown. Give the investi- 
gators advantage for getting here first. 


and the important translation and scholarly- 
services which that institution commands or 
with which it can communicate. 

Investigators with sufficient contacts, schol- 
arly credentials, cash, or Credit Rating can have 
the scroll translated into English in less than a 


122 


& CONSEQUENCES 


day. It may be a tense time as the hundredth 
hour draws near. 

"Gentlemen," the translator reports, "these 
writings are most mad and blasphemous, and 
there is about them a sense of hopelessness ut- 
terly blighting to the human spirit. I have com- 
pleted your commission, and I hope to your 
satisfaction, but I must state at the outset that I 
decline all further such work. I fear I shall not 
sleep well for many weeks." 

To learn the Ritual of Cleansing requires a 
successful Intelligence roll. 


THE SCROLL OF THE LEFT ARM 


Old Arabic, written by Sedefkar the Osmanli, 
13th century 


Sanity loss: 1D4 

Cthulhu Mythos: +2 percentiles 
Mythos Rating: 12 

Study: 24 hours 

Spells: The Ritual of Cleansing 


Êv v cw v v 


THe Enp Or THe ScroLLs 


When The Skinless One withdraws his gift, the 
Sedefkar Scrolls lose the agent of their preserva- 


Ms MM MM MM MM ANY IN MM Maz Maz 
The Ritual of Cleansing 


Cost: All but one magic point; 5 POW to make 
permanent. 


Casting Time: One minute 


This simple ritual must be performed every hun- 
dred hours by those contaminated by the Sedefkar 
Simulacrum. The caster must sacrifice all but one 
magic point; the Ritual of Cleansing halts the cor- 
ruption caused by the simulacrum. To reverse any 
existing effects, 5 POW must also be sacrificed. 

The ritual also removes any effects of the 
Ithaqua medallion encountered in Trieste. At the 
keeper's option, the ritual may occasionally be of 
use in future cases of possession, supernatural dis- 
ease, infestation, and so forth. 


Horror on the Orient Express 


CONSTANTINOPLE & CONSEQUENCES 


tion, and slowly decompose. Within a week of 
the simulacrum's destruction, they have rotted 
away. Unless the investigators learned spells or 
made copies in that time, the knowledge is lost. 


CONCLUSION 


The investigators deserve to regain some Sanity, 
for this scenario and for the campaign. Keepers 
will recall that Sanity regained cannot exceed 
individual maximums. 


> For defeating the reincarnated 
Makryat, 1D10 Sanity points each. 


> If The Skinless One broke the 
simulacrum, 1D10 Sanity points each. 


> For rescuing Arthur Bowman, 
1D4 Sanity points each. 


> When the scrolls decompose, 1D6 
Sanity points each, for understanding 
that the power of The Skinless 
One cannot now be evoked. 


> For seeing the defeat of their enemies, 
survivors of the Constantinople chapter 
receive 1D4 Sanity points each. 


> For having completed the entire campaign, 
survivors receive 4D6 Sanity points each. 
They may count their remaining limbs and 
consider retiring from active duty before 
their astonishing luck finally runs out. 


GRATITUDE 


In due time, crested watermarked envelopes ar- 
rive by courier at each investigator’s home, and 
inside each is a message of appreciation written 
in ink on very stiff, hand torn paper. They are 
from a person very well known in the British 
Empire. The efforts of the investigators which 
proved of value to the royal family have not 
gone unnoticed. Thereafter, survivors traveling 
within the Empire occasionally encounter un- 
expectedly deferential treatment, as some bu- 
reaucrat or official reads through his lists and 
encounters the high recommendations therein 
pertaining to these men and women. 
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"THE Enp For Now 


This scenario concludes the 1923 campaign. 
The modern scenario “Simulacrum Unbound” 
provides a coda in 2013, but need not be run 
immediately—in fact, it is best if some time 
passes first, to give it some distance. 

In similar vein, the historical scenarios can 
be presented as the investigators review all of 
the case documents at their leisure. The mys- 
tery of the Doom Train may not yet be solved, 
and the investigators may still hold tickets to 
the Dreamlands Express. 

For now, though, it has been a hard fought 
victory after many sessions of play, and your 
players may have developed siderodromopho- 
bia (fear of trains). Let them enjoy the peace, at 
least for a little while. 


Galata Tower. Hezarfen Ahmed Celebi, an aviator in 
the 17th Century, purportedly flew from the top of 
the Galata Tower over the Bosphorus to the slopes 

of Üsküdar using artificial wings. Sultan Murad first 

awarded Hezárfen 1,000 gold coins, but later deemed 
Hezárfen dangerous, and exiled him to Algeria. 
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Statistics 


SKIN DEVIL, Formerly Known as Beddows 


Skin Devils are obscene magical constructs of the skin, 
bone and viscera of a victim—in this case, Beddows. Skin 
Devils are hopping things with dragging bowels they use 
as bludgeons and horns and claws of bone. They can hop 
and glide with ragged skin stretched into the shape of 
membranous wings. 


STR 85 CON 20 SIZ 45 INT 35 
POW 50 DEX 100 
Build: 1 HP: 6 


Move: 7/18 Fly (Skin devils look as if they fly with their 
ragged wings, but in fact move with an ungainly 
jump/glide movement) 


Damage Bonus: +1D4 


Magic Points: 10 


ATTACKS 
Attacks per round: 2 


Suck: Skin Devils put their toothless maws onto victims 
and suck, pulling flesh and even bones into themselves. 
This does 1D4 damage per round. They must make a suc- 
cessful Fighting (Grapple) roll to grab hold. They can be 
dislodged with an opposed STR roll. Whatever is sucked 
away turns up in the Skin Devil's bowel in 1D6 rounds. 


Bowel Flail: The bowel is dropped out of the creature 
and hurled or flung. The bowel explodes over any victim 
it hits. The contents of the bowel burn for 1D4 points 
and continue to burn for one hit point per round un- 
til washed off. An Extreme success means the long gut 
has wrapped around the victim's neck. Use Asphyxiation 
rules to determine damage. Once the bowel has been ex- 
ploded then it can no longer be retrieved or used again. 
Note that Skin Devils have to suck on a victim to get 
bowel contents if their bowels start at empty. There is a 
50% chance a given Skin Devil will have a full bowel. 


Suck 60% (30/12), damage 1D4 per round (see 
Suck, above) 
Bowel 60% (30/12), damage 1D4 plus 1 per 


Flail round until washed off. On Extreme suc- 
cess Choke (see Asphyxiation damage) 


Armor: 2 points of bone and skin. 


Skills: Climb 75%, Disguise (as devil) 85%, Jump 75%, 
Stealth 60%. 


Spells: None 
Sanity Loss: 1/1D10 Sanity to see a Skin Devil. 
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Note: For more on Skin Devils, see the scenario "The 
Dark Crusader". 


ARTHUR BOWMAN, Age 53, Terrified 


Schoolmaster 

STR 45 CON 60  SIZ55 INT 70 
POW 60  DEX40  APP60 EDU 90 
Sanity 29 Build:0 Move:5 HP:11 


Damage Bonus: 0 

25% (12/5), damage 1D3 

Dodge 20% (10/4) 

Skills: Credit Rating 50%, Intimidate Schoolchildren 
65%, Science (Mathematics) 65%, Science (Chemis- 
try) 55%. 

Languages: English (own) 80%, French 35%, Latin 
25%. 


Brawl 


MEHMET MAKRYAT, Ageless, 
Reincarnated Leader of the Brothers 


STR 90 CON 85 SIZ65 INT 90 
POW 115* DEX70 APPO EDU 80 
SanityO  Build:1 Move:9 HP: 15** 


*drops to POW 105 when calling The Skinless One; 
magic points fall to 1. 


** The reincarnated Mehmet starts with negative 15 hit 
points. He adds to this all points of damage he does to 
investigators, causing proportionally more skin to ap- 
pear on his body. If he takes damage, he merely drops 
to greater negative hit points—but it takes him longer 
to re-skin himself. If he reaches positive hit points, 
his return to life is complete, and thereafter he can be 
killed as a normal being. 


Magic Points: 45 

Damage Bonus: +1D4 

Claw 70% (35/14), damage 1D4 + 1D4 
Dodge 60% (30/12) 


Skills: while under such hysteria-producing tension, 
Mehmet must receive a successful Hard INT roll to 
attempt any of the following skills. Art (Skin Human 
90%), Charm 45%, Climb 50%, Cthulhu Mythos 
30%, Disguise 38%, Drive Automobile 40%, Fast 
Talk 45%, History 25%, Intimidate 80%, Library. 
Use 40%, Linguist 20%, Listen 70%, Medicine 30%, 
Persuade 45%, Psychology 40%, Science (Pharmacy. 
20%), Sleight of Hand 25%, Spot Hidden 85%, 
Stealth 80%, Throw 70%, Track 40%. 
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THE SKINLESS ONE 


Languages: English 60%, French 40%, Turkish (own) 
90%. 


Armor: has negative hit points, and therewith can sus- 
tain any amount of damage. 


Spells: until six hours have passed, Mehmet has only 
1 magic point and cannot cast any of these spells. 
Animate Flesh Thing*, Call Avatar of Skinless One*, 
Contact Skinless One*, Control Skin*, Create Flesh 
Creeper*, Fist of Yog-Sothoth, Melt Flesh*, Skin 
Walker*, Summon/Bind Dimensional Shambler, 
Summon/Bind Fire Vampire, Transfer Body Part”, 
Turn To Skin.* 


* new spells found at the end of the Constantinople chapter 


Sanity Loss: 1/1D10 Sanity points to see the reincar- 
nated and skinless Mehmet Makryat. 


THE SKINLESS ONE 


An aspect of Nyarlathotep, The Skinless One appears 
as a muscular eight-foot-tall human without skin, and 
sometimes with a third eye in the center of the forehead. 
Power crackles around the god, and the skin of any hu- 
man within 100 yards starts to itch. 


CULT 


The Brothers of the Skin are dedicated to the worship of 
The Skinless One. They are centered in Constantinople, 
with groups found in Milan, Vinkovci, Sofia, Budapest 
and other European cities, as well as the Middle East. 


OTHER CHARACTERISTICS 


This god usually manifests only in order to attend cer- 
emonies and accept sacrifices. 
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STR 100 CON 100 SIZ 100 
POW 500 DEX20 APPO 
Build: 1 Move: 10 HP: 20 


INT 430 


Damage Bonus: +1D6 (not applicable) 
Magic Points: 100 


ATTACKS 
Attacks per round: 1 


Skinning Gaze: The Skinning Gaze affects a human at 
the cost of 1 magic point. If the target's POW is overcome 
with an opposed roll, all of the target's skin falls away like 
loose clothing. The victim's movement thereafter is in- 
tensely painful, and the victim loses 1 hit point per round 
until dead. 


Skinning Gaze 100% (50/20), damage 4D6 


Armor: Anyone who shoots or strikes at The Skinless 
One develops an unbearable itch in the weapon 
hand, causing an involuntary miss. Attacks of any 
kind always do minimum damage. Attacks which 
manage to eliminate all hit points dispel The Skin- 
less One, but it may return with full hit points in 
1D6 rounds. 


Skills: Art (Skin Human) 10096, Spot Hidden 10096. 


Spells: The Skinless One knows all Mythos spells, except 
those peculiar to other gods. 


Sanity Loss: 1D10/1D100 Sanity points to see The Skin- 
less One. 
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The Simulaceum Unbound 


Wherein the investigators face mysterious gruesome murders, deadly 
echoes of the past and an insane plan to create 
a modern day Simulacrum. 


bu Mike Mason, with Penelope Love 


NA A A PA PAPA PA PAPA PA AN PA PANTIN 
An Optional Sequel 


This optional scenario, set in the modern day, is 
designed to be run after your players have tackled 
the full Horror on the Orient Express campaign. 
This scenario uses ‘echoes of the past’ that draw di- 
rectly upon the characters and actions that occur 
on board the Orient Express in the 1923 adventures 
and so it is recommended that your players have 
experienced the campaign before embarking on 
this scenario. 


While playing through the 1923 campaign, keep- 
ers are advised to take notes of any significant 
events that your player characters initiate or take 
part in while on-board the train, as these will be 
helpful and act as an aide mémoire for this scenar- 
io; allowing the keeper to create effective ‘echoes 
of the past’ that di- 
rectly draw upon your 
players’ 
and memories, and so 
hopefully add to the 
tension and horror of 
this scenario. See the 
“Echoes of the Past” 
section (page 150) for 
further information. 


experiences 


Horror on the Orient Express 


The scenario is set in the modern day and 
forms an epilogue to the Horror on the Orient 
Express campaign. While designed for six play- 
er characters, the scenario will equally cater 
for smaller groups. At least one of the player 
characters should be a descendant of one of 
the investigators who took part in the events 
on the train in 1923. At its heart the plot is a 
murder mystery, where an insane plan fuelled 
by twisted magic calls forth the shadows of the 
past to intrude upon the present, and the lives 
of everyone on board are at risk. 


KEEPER INFORMATION 


John Milton is a self-made millionaire whose 
latest venture, Lux-Vista.com, has launched 
a competition to give away 12 tickets on the 
modern day Orient Express, that marvellous 
recreation of the famous train. 

Milton secretly worships Nyarlathotep, 
who in return has provided him with fabu- 
lous success and knowledge of unwholesome 
magicks. Through years of research, Mil- 
ton is determined to create a facsimile of the 
now-destroyed Sedefkar Simulacrum. Insane 
and power hungry, Milton has been inspired 
by numerous horror films, including David 
Fincher's Se7en, Jonathan Demme’s Silence of 
the Lambs, and (of course) numerous adapta- 
tions of Frankenstein. Milton plans to create a 
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"Meat Simulacrum;, built from the body parts 
of six unfortunates. Each victim won a ticket to 
travel on the grand Orient Express in his rigged 
competition. During the journey to Istanbul, 
Milton plans to murder the unfortunate vic- 
tims, obtaining the necessary body parts in the 
process. When the train reaches Istanbul Mil- 
ton will go to the Shunned Mosque and per- 
form the Ritual of Enactment, and so produce 
a nightmare in flesh and blood. 

The final victim is one of the player char- 
acters, selected because a grandparent was 
involved in the destruction of the original 
Sedefkar Simulacrum in 1923. If Milton's plan 
is not foiled, the hapless investigators head 
will become the final component of the Meat 
Simulacrum. 

Milton has gathered his plan together— 
however there is a fly in the ointment. Within a 
diary, penned by one of the original investiga- 
tors who took part in the events of 1923, is the 
false Ritual of Cleansing devised by Mehmet 
Makryat to return him to life. While on board 
the Orient Express, Milton performs an altered 
version of the Ritual, believing that it will draw 
forth the essence of Makryat, allowing Milton 
to consume Makryat's spirit and thereby super- 
charge his power. Unfortunately for Milton, the 
Ritual will not go as expected and the Orient 
Express and its passengers will be transported 
to a very different destination. 


INVESTIGATOR. INFORMATION 


Lux-Vista is a new Internet company that 
promises cost-effective luxury travel for all. The 
company recently launched with a competition 
that gave away 12 tickets on the Orient Express 
(OE). Each of the investigators has been lucky 
enough to win a ticket on this famous train. 
The train embarks in a whirl of media expo- 
sure, luxury and glamor from Paris Gare L'est. 
Their adventure now begins. 

John Milton is a millionaire at 32 years old, 
having successfully set up and sold a number 
of Internet start-ups since the age of 18. Mil- 
ton is English by birth; famously he is a self- 
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made man, having come from humble be- 
ginnings. While his main residence is now 
New York City, he has properties in England, 
France, and in Turkey. Lux-Vista is his latest 
venture and the press have gone wild about the 
launch competition to offer free tickets to 12 
lucky people. For the last few months, Milton's 
face has adorned the covers of numerous busi- 
ness and lifestyle magazines, and his profile can 
easily be found on any number of websites (see 
Modern Handout 1). 


KEEPER s INFORMATION ABOUT JOHN MILTON 


John Milton's rise to fortune and fame is well 
documented; however, what the world doesn't 
know is that John Milton is a servant of Nyarla- 
thotep. Milton became aware of the worship of 
Nyarlathotep when he was a student, scouring 
the British Library for references for his Classics 
course. Quite by chance he came upon a cata- 
logue reference to something entitled "Sedefkar 
Scroll—Ritual of Cleansing". On attempting to 
view the scroll he (and the librarian) discovered 
that the item was missing, presumably misfiled, 
and in its place was a hand-written diary from 
1923. The very helpful librarian allowed Mil- 
ton to borrow the mysterious diary and also 
(very kindly) suggested that if Milton was in- 
terested in such matters then he should look at 
the English translation of one of the rare books 
in their collection, the Necronomicon, which is 
supposed to have some sort of link to the miss- 
ing scroll. Intrigued, Milton took up the kindly 
librarian's offer and spent the following months 
poring over the diary and the translation of the 
Necronomicon. 

The diary appeared to have been written by 
someone who had traveled on the Orient Ex- 
press to Turkey in 1923 and fully describes the 
incredible story of the pursuit of the Sedefkar 
Simulacrum, the machinations of the Broth- 
ers of the Skin, and the undead horror called 
the Comte de Fenalik. Initially, Milton thought 
the diary a wondrous fabrication, the tale of a 
fantasist; however, on reading the translation of 
the Necronomicon, Milton began to see paral- 
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MODERN HANDOUT #1 


John Milton 


A Chaosium Inc. orientexpresswriters.wordpress.com/ 
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Profile-John Milton 


At the age of 20, John Milton created red-heart.com, an online dating website that came from 
nowhere to become one of the most successful of its kind—almost overnight. Within three years 
Milton had sold the site for a reported $2.5 million. Milton has gone on to found and sell a num- 
ber of well-known web based businesses including fashion focused garppy.com, online music re- 
tailer bombilate.com, and ogee.com, the luxury food supplier. 

Born in 1995, Milton's humble beginnings are documented in his 2010 autobiography Beyond 
the Hill. The only child of working-class parents, Milton's formative years were spent at Bakewell 
Comprehensive School in Derbyshire, England, before leaving to study Classics at the University 
of London. Milton dropped out, claiming that he wanted to focus on his fledgling Internet busi- 
ness (red-heart.com), and the rest is history. 

As of 2015, Milton has launched a new venture, lux-vista.com, which aims to bring affordable, 
luxury travel to the masses. The new website has attracted the attention of investors and press 
alike with Milton's "Anyone Can Go" marketing campaign, which is offering 12 free tickets on an 
all expenses paid journey on the Orient Express. 


lels as both texts described a dark god named 
Nyarlathotep, as well as other unsavory mat- 
ters. Indeed, handwritten in the margins of the 
translation by some mysterious earlier reader 
were the words “Sedefkar Simulacrum”, “Broth- 
ers of the Skin”, “The Skinless One”, and “Ritu- 
al of Enactment”. Thus from these discoveries 


Milton pursued years of Mythos research, and 
along the way he came to comprehend the po- 
tential power in his hands. He became a servant 
and worshipper of Nyarlathotep. 

Over the intervening years, Milton has en- 
joyed the blessings and boons of Nyarlathotep, 
yet his god has never physically manifested be- 
fore him. Milton has come to believe that Nyar- 
lathotep will only attend his worshippers if they 
do something truly significant for their master, 
and thus Milton has put together a plan to at- 
tract his lord’s attention. Quite simply, Milton 
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believes that he can create a new Simulacrum. 
As the original Sedefkar Simulacrum was de- 
stroyed in 1923 by The Skinless One, Milton 
must be inventive; he has determined that us- 
ing body parts from six murdered people, body 
parts that correspond to the original Simula- 
crum, will enable him to perform the Ritual of 
Enactment which, if performed in the Shunned 
Mosque in Istanbul, will create a “Meat Simu- 
lacrum” and be worthy of Nyarlathotep’s at- 
tention. To this end, Milton has concocted the 
“Anyone Can Go” free ticket competition to 
provide him with enough victims to perform 
his plan. Milton believes his scheme is ingenious 
for three reasons. Firstly, the travel competition 
means that his victims are all together in one 
place at the same time, allowing him to éon- 
trol their itineraries so that he can best choose 
when to perform their murders. Secondly, he 
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The Dia U 


This scenario assumes that one of the investigators 
from the 1923 campaign kept a journal while they 
journeyed on the Orient Express and tackled the 
schemes of Mehmet Makryat. For some reason the 
investigator (or their spouse or children) bequeathed 
the diary to the British Museum—perhaps because 
someday they foresaw the shadow of the Brothers of 
the Skin would rise again and thought the informa- 
tion might help in such a future fight. 


D 


The keeper should determine which of the inves- 
tigator’s that took part in the Horror on the Orient 
Express campaign is the creator of the diary. Of 
course, if one of the players actually stated dur- 
ing the campaign that their character was keeping 
a diary or journal, then the answer is an obvious 
one! If none of the player characters mentioned a 
diary during the course of the campaign then it is 
assumed that they penned the diary as a memoire 
after the events on the Orient Express. 


The diary is no longer in the British Museum, 
as Milton stole it and it will come into play dur- 
ing the course of this scenario (see “A Vital Clue,” 
page 156). As for the “very helpful librarian” at the 
British Museum, this person remains a nameless, 
unseen character in the lead-up to the events of 
the scenario and they play no further role. As to 
who and what the librarian is, that is up to you, the 
keeper, to determine should you wish to make use 
of them in a future scenario. 


Using The Express Diaries 


If you didn't run the full 1923 campaign 
or if it suits, then the Bradford Player's 
excellent The Express Diaries (written by 
Nick Marsh) serves as a great account of 
the events of the 1923 campaign and eas- 
ily could be *the diary" referred to in this 
scenario. With this off-the-shelf book, 
the keeper has a ready made ‘prop’ for 
the game; allowing the player characters 
to fully utilize its contents as an in-game 
aid when it turns up later in the scenario. 


W 
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must perform the Ritual of Enactment in the 
Shunned Mosque; the Orient Express will take 
him and his victims virtually to the Mosque's 
doorstep. Finally, and perhaps this is the most 
cunning element in his plan, Milton has used 
his vast wealth and resources to track down the 
descendant of one of those who caused the de- 
struction of the original Sedefkar Simulacrum 
in 1923. This descendant has, by unseen ma- 
nipulation, won one of Milton's free tickets and 
it is they who unwittingly will provide the fi- 
nal body part (their head!) for the Meat Simu- 
lacrum. Of course the descendant is none other 
than one of the player characters—to be chosen 
by the keeper. 

Having used his considerable resources to 
acquire further Mythos knowledge, Milton has 
been able decode certain passages in his trans- 
lation of the Necronomicon, as well as the 1923 
diary, allowing him to “fine tune" both the Rit- 
ual of Cleansing and the Ritual of Enactment. 
He has correctly deciphered that the Ritual of 
Cleansing copied down in the diary is in fact a 
spell to recall Mehmet Makryat's spirit to a liv- 
ing vessel. Firstly, he intends to perform his al- 
tered version of the Ritual of Cleansing while 
on the train, allowing him to summon Makry- 
ats soul and consume it in order to increase 
his magical power. Once he has gathered the 
six body parts for the Meat Simulacrum, he 
will perform the Ritual of Enactment in the 
Shunned Mosque and await the arrival of the 
remaining passengers. At this point he wants 
the passengers to perform the final part of the 
Ritual, namely killing him and freeing his spir- 
it so that it may possess the Meat Simulacrum. 


UNEXPECTED CONSEQUENCES 


What Milton doesn't know is that his altered 
version of the Ritual of Cleansing will not go 
as planned. The spell will go terribly wrong; in- 
stead of summoning and consuming Makryat's 
spirit, the spell causes a rift in space and time. 
The Orient Express and its passengers will be 
transported to the "Other Place" where echoes 
of the past will haunt and confuse the living. 
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Országház, the Hungarian Parliament Building 


PLAYER CHARACTERS 


Players should be encouraged to create a range 
of modern-day characters for this scenario. 
Each has won a ticket via the “Anyone Can Go" 
competition organised by new luxury travel 
operator, Lux-Vista. Characters may come 
from all walks of life and, as the competition 
was advertised around the world, they can fea- 
sibly come from any country. 

At least one player character is the descen- 
dant of an investigator from the original 1923 
campaign (Milton tracked this character down 
and made sure they “won” a ticket). Keepers are 
at liberty, if they wish, to have more than one 
player character descended from the original 
investigators—in this case Milton has been able 
to identify more than one descendant. 

Keepers should assume that the play- 
er characters do not know one another at the 
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start of the scenario and the first time they meet 
and get to know one another will be on arriv- 
al in London or Paris for boarding the Orient 
Express. 


The M odern Train 


The Orient Express had its day, and it was a 
glorious day. However, after the Second World 
War, closing borders and a changing world sent 
it into a decline from which it never recovered. 
The last service ran, battered and almost unno- 
ticed, in May 1977. The rolling stockwasthen ~~ 
sold off. ID 
The train was saved by shipping magnate’ \ — 
and rail enthusiast, James Sherwood. Almost— \ 
on a whim he bought two of thetrain'scarriag- ^ — | = 
es when they were auctioned by Sothebys in — XT 
1977 in, of course, Monte Carlo. Hethengotthe — 
train collecting bug and spent several yearsand — — —+ 
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$16 million finding, purchasing, and restoring 
30-odd of the original carriages. Each carriage 
was painstakingly restored and in 1982 the Ori- 
ent Express, now in its full twenties splendor, 
began operation again. Sherwood's wife, Shir- 
ley, wrote a wonderful book about this experi- 
ence, Venice Simplon Orient-Express: the return 
of the world's most celebrated train (1983). 

Most of the year, the restored train runs 
only on short routes. However, once a year, one 
service (sold out months in advance) travels the 
entire route from Paris to Istanbul with a Pull- 
man car connection from London, as of old. 
Though passengers now travel via the Chunnel, 
rather than risk the discomforts of an English 
Channel crossing. 

The Venice Simplon-Orient Express is thus 
a facsimile of the original train, an exercise in 
nostalgia for train buffs and for those fortunate 
few with enough money for luxury travel. It is 
an evocation of a lost dream. 

The company's website is a treasure trove of 
information and photos. It is a great resource 
and should be exploited: 


www.orient-express.com/web/vsoe/ 
venice simplon orient express.jsp 


While this scenario draws inspiration from the 
Orient Express of the modern day, it should not 
be confused with the actual Venice Simplon- 
Orient Express. 


THE JOURNEY 


In 2013 the Orient Express departs Paris on 30 
August. It costs UK £11,000 (US $16,997, AUD 
$22,940) per person for a shared two-person 
cabin. The train travels from Paris, via Buda- 
pest and Bucharest, to Istanbul in six days, with 
several overnight stops (in part, presumably, to 
make up for the lack of washing facilities on the 
train). 


CONFIGURATION 


The train's make-up for this scenario comprises 
the following carriages. As the modern train is 
a restoration of the original, keepers can draw 
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upon information and train plans from the 
1923 campaign, and likewise, player familiarity 
should aid game flow. 


> Engine and Tender 
Fourgon—luggage 
Fourgon—staff quarters 
Restaurant Car—Etoile du Nord 
Sleeping Car A 

Sleeping Car B 

Sleeping Car C 

Restaurant Car—La Cóte 
Sleeping Car D 

Salon Bar Car E 

Restaurant Car—La Saveur d'Asie 
Sleeping Car F 

Sleeping Car G 


wo v v v cw cw cw wv cw wv wv cw cw 


Fourgon—luggage 


DiNNG 


Standard meals are included in the fare. Break- 
fast and afternoon tea are served in the passen- 
gers compartments, while lunch and dinner 
are served in one of the dining cars. These are 
gourmet meals of the same high calibre as the 
original Orient Express. Additional snacks and 
alcohol are an extra cost. 

The maitre d' visits each compartment to 
organize meal reservations. There are three res- 
taurant cars: La Navigation, La Cóte and La 
Saveur d'Asie. There is also now a bar car, cre- 
ated from an old restaurant car, and taking the 
place of the former smoking salon and ladies’ 
parlour. For a suitably grandiose air, it has a 
baby grand piano. 


War To Wear? 


“You can never be overdressed on the Orient- 
Express.” 

Orient Express travelers are advised that 
minimum standards of dress apply: jeans, 
shorts, t-shirts, and trainers are not acceptable 
dress at any time while on board. For evening 
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MODERN HANDOUT #2 
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Pour Démarrer 
Rainbow Chou-Fleur Soupe 


(cauliflower soup, salmon caviar) 


Duck œuf et les Asperges 
(asparagus, broad bean pesto and duck egg) 


A 
Plat de Résistance 


Fromage de Chèvre et Champ Tarte aux Champignons 


(goat's cheese and field mushroom tart) 


Aubaine Filet de Boeuf avec Pommes de Terre Nouvelles et Salade 
(Aubaine Beef Fillet with new potatoes and salad) 


Le Homard Spaghetti 
(Spaghetti, lobster, tomato and basil) 


Salade du Marché 


(seasonal salad of mixed leaves, radishes, tomatoes, olives) 
À Suivre 


La Sélection du Maítre Fromager 


(choice of fine cheeses) 


Salade de fruits frais 
(fresh fruit salad) 


Composition Framboises/ Amandes 


(raspberry/almond composition) 


Figues de Solliés Pochées 
(poached Solliés figs) 


CONSTANTINOPLE 


dinner, black tie or evening dress is the norm, 
and at all other times “casual but smart” is ex- 
pected—as recreating the glamour of a bygone 
age is all part of the experience. For example, at 
lunch, a gentleman might wear a sports jacket 
and tie. Most of the time (excepting dinner) a 
suit and tie for men and an equivalent standard 
for ladies is expected. 


SAMPLE Menus 


A sample menu is provided (see Modern 
Handout #2), although in a nod to modern- 
day manners vegetarians and people with di- 
etary restrictions are catered to as long as they 
advise in advance. Strict religious diets cannot 
be accommodated, presumably because of lack 
of space in the cramped kitchen. 


WASHING FACILITIES 


These original 1920s carriages do not have 
showers. Each cabin contains a washbasin with 
hot and cold water. The water is kept hot by a 
coal-powered boiler in each carriage, stoked by 
the steward. A shared toilet is available at the 
end of each carriage. 


LUGGAGE 


Luggage is limited: per passenger, one piece 
of hand luggage, one suit carrier or overnight 
bag (in cabin), and one suitcase to be checked 
through for storage in the baggage car. Any- 
thing checked into the baggage car will not be 
accessible until the destination is reached. 


LANGUAGES 


French, English and Italian are spoken by most 
of the stewards on board the continental train. 


CURRENCY 


On board, all prices are quoted in euros. Most 
major currencies are accepted, along with cred- 
it cards and traveler’s checks. The exchange rate 
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Emergency Equipment 


The train carries the following emergency 
equipment: 


First Aid Kit in each car 
Fire Extinguishers in each car 
Axe 
Saws x 3 
Crowbars x 2 
Spades x 2 
Sledgehammer 
Drill 
Wood Chisel 
Hammers x 2 
Metal Hacksaw 
Chopper 
Long Spades x 2 

*  Greasing Oil 


NAN AIN A IA A A A A YA AL 


on board is displayed in the salon bar car (we 
can assume it is a higher rate than can be gained 
off the train). 


COMMUNICATIONS ON THE TRAIN 


Telecommunications on the train are patchy. 
In major stations, both telephone and Inter- 
net connections are usually good; however, en 
route, cell and Internet signals are intermittent 
for long stretches on the journey there is no sig- 
nal at all. Kind keepers are advised to allow in- 
vestigators an Extreme Luck roll to determine if 
they can access a signal while the train is mov- 
ing through more populated areas. Even then, 
there is no guarantee that the signal will hold 
or be clear. 

Chris Leadbeater of the Daily Mail news- 
paper stated in a travel review, “The 21st cen- 
tury has not seeped in here. There is no flat- 
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screen TV spooling 24-hour news, no 
wifi Internet access." 

Having poor-to-no telephone or 
Internet signal while on the train obvi- 
ously plays into the keeper's hands and 
keeps the investigators relatively isolat- 
ed, unable to contact police, search the 
Internet, and so on. Keepers may wish 
to dangle a carrot to the investigator 
who wishes to use their phone or lap- 
top, allowing a signal to be found, but 
only for the briefest period—the con- 
versation on the phone starts out clear 
then quickly descends into unintelligi- 
ble gabble; web pages take minutes to 
load or, just as the information being 
sought is about to appear on-screen, 
the signal drops and is lost again. Per- 
haps they manage to contact the lo- 
cal authorities and describe in-detail 
events occurring on the train, yet all 
that is heard by the police on the other 
end of the line is static—and someone 
ranting about blood and death—and 
so it is passed off as a prank or the call 
of a madman. Use such contrivances 
to build the sense of isolation for the 
investigators, to emphasize that they 
are alone and can rely on no one but 
themselves. 


PASSENGERS From LONDON 


Passengers traveling from London 
ride in the British Pullman carriages 
between London and Folkestone. The 
English Channel crossing is by coach 
and the Eurotunnel Shuttle, so passen- 
gers need to disembark and re-embark. 

Those on the British Pullman train 
are served lunch, together with a com- 
plimentary glass of champagne and 
half a bottle of wine before disembark- 
ing for the Chunnel train. 
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John Milton 


JOHN MILTON, Age 32, 
Owner of Lux-Vista and devoted 
worshipper of Nyarlathotep 


STR 85 CON 70 SIZ65 INT 90 

POW 90  DEX60  APP70 EDU 65 

Sanity 00 Build: -1 Move:8 HP: 13 

Damage Bonus: +1D4 

Magic Points: 15 

Brawl 70% (35/14), damage 1D3 + 1D4 


Large Meat Cleaver 70% (35/14), damage 1D8 + 1D4 
Switchblade 70% (35/14), damage 1D4 + 1D4 
.38 Auto 55% (27/11), damage 1D10 
Dodge 4096 (20/8) 


Skills: Accounting 30%, Act Likeable 9096, Charm 60%, 
Computer Use 8596, Credit Rating 9996, Cthulhu Mythos 
26%, Disguise 40%, Drive Auto 60%, Fast Talk 60%, His- 
tory 3096, Intimidate 40%, Listen 87%, Library Use 55%, 
Occult 4096, Persuade 6096, Psychology 3096, Sleight of 
Hand 30%, Stealth 60%. 


Languages: English (own) 70%, French 40%, Turkish 40%. 


Spells: Cloud Memory, Contact Nyarlathotep, Control Skin, 
Create Gate, Dominate, Melt Flesh, Ritual of Cleansing, 
Ritual of Enactment, Send Dreams. 


BACKSTORY: 


Personal Description — Slim, 5' 10" tall, shoulder length 
mousy brown hair, with a well-tailored suit. 


Traits — A constant smile and air of affability (masking a 
ruthless, cunning and insane mind). 


NOTES: 


The first thing that people notice when they meet Milton are 
his piercing, crystal blue eyes and immaculate, white-toothed 
smile. In public his persona is that of a well-meaning eccen- 
tric, smiling and engaging. It's hard not to immediately like 
him. In private, however, Milton's mask is dropped and the 
true personality is revealed—that of a cruel, egocentric, and 
power hungry psychopath. People mean little to him, they 
are tools to be used and discarded. Milton has murdered 
three people during his lifetime, so far. He intends to mur- 
der another six for his insane plan to reach fruition. Cold, 
calculating, and manipulative, Milton is quick-thinking and 
resourceful. The biggest failing of any of his competitors or 
enemies is to drastically underestimate him. 
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Customs AND IMMIGRATION 


In 2013, European Union (EU) citizens only 
require a visa for Romania and Turkey. Passen- 
gers traveling to Romania have their visas taken 
care of by train staff. Turkish visas are issued 
on entry to the country. EU-passport holding 
passengers have to disembark at the station and 
stand in line to have their passport stamped and 
pay their fee. Non-EU passport holders need to 
check their country’s entry visa situation. For 
example, Australians need an additional visa 
for Turkey, obtainable at the border station but 
at a different and far-distant passport counter 
with almost subliminal signage. 

Failure to obtain the appropriate visa will 
result in the passenger being unable to re-board 
the train. 


The Six Dodi 


M rls 


Milton has previously determined which victim 
will supply which body part for his Meat Simu- 
lacrum; these are noted in order below. Note 
that Milton will react to circumstance—and 
he is at liberty—to switch victims if necessary. 
With twelve competition winners on board the 
train, as well as other passengers and staff, he 
is somewhat spoiled for choice. Note that Mil- 
ton will refrain from killing any player char- 
acter descendants early on. Ideally, he wants a 
descendant to be the final victim, who supplies 
the Meat Simulacrum’s head. If there are ad- 
ditional descendants, then Milton wants these 
for the final element of the plan—the Ritual of 
Enactment in the Shunned Mosque—where he 
wants to be killed, allowing his spirit to animate 
the Meat Simulacrum. 


Victims and body parts 
1. Giuseppe Roti—Left Arm 
2. John Walters—Right arm 
3. Enzo Banuelos—Left Leg 
4. Oscar Griffin—Right leg 
5. Faustino Gonzaga— Torso 
6. Player Character descendant—Head 
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Competition Winners 


The following NPCs form one-half of Lux-Vis- 
ta's competition winners (six in total), with the 
remaining six winners being the player charac- 
ters. Full statistics for each NPC can be found in 
the appendix (see page 164). 


GIUSEPPE ROTI, Age 28, Italian Banker 
(Victim 1—Left Arm) 


BACKSTORY: 


Personal Description — Thick, dark hair, tailored suit, 
highly polished shoes. 


Traits — Punctual and likes to get to the point quickly. 


NOTES: 


Giuseppe Roti has had a reasonably successful career in 
the Italian banking sector, however he is a victim of his 
country’s monetary woes and recently lost his job when 
the bank he worked for cut nearly 50% of their work- 
force. The one silver lining to his situation was winning 
one of Lux-Vista’s golden tickets for the Orient Express 
“all expenses paid” trip of a lifetime. 

Roti has little time for fools and he absolutely hates 
tardiness in others, being liable to launch into a tirade of 
Italian insults if his patience is pushed to the limit. Most 
people will be surprised at Roti’s ability to get straight 
to the point during a conversation, even with complete 
strangers; it’s not unusual for him to directly ask ques- 
tions like, “How much do you earn?” “Are you single? 
Available?” and "I'm very hard working. Do you have a 
job for me?” Should anyone take offense at his direct ap- 
proach, Roti just laughs it off and offers to buy them a 
drink. He’s made lots of friends in this way. 


JOHN WALTERS, Age 20, English 
University Student (Victim 2—Right Arm) 


BACKSTORY: 


Personal Description — Slender build, ill-fitting suit, 
glasses and long hair. 


Traits — Always late, day-dreams a lot. 


NOTES: 


John Walters is a natural-born drifter. He drifted through 
school and is now drifting through university. He has 
completely no idea what he wants to do with his life. 
Quite a sporty fellow, Walters is a member of his univer- 
sity’s swimming club, but spends most of his time social- 
ising and little time studying for his chemistry degree. 
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If circumstances dictate that Milton needs to adapt 
his plan of murder, then he will. This may mean 
that player characters become victims to supply 
body parts (or simply victims who just got in the 
way). Possible replacement player characters in- 
clude Antonio Abella (one of the lucky competition 
winners who has not been shortlisted on Milton's 
‘shopping list of parts’), Mark Wilson, Lars Farber, 
Wanda Zeigler, Merissa, Ocana, Henri Guillemette 
or Chantel Antin (all of which have been supplied 
as non-player characters (NPCs), see page 138). 


Additionally, there are other passengers on-board 
the train who could become player characters. 
These passengers are not described in this scenar- 
io, allowing the keeper free reign in determining 
who these NPCs are, as well as allowing players the 
opportunity to roll-up replacement characters to 
their own specifications. 


fM MEM MM VANNANI 


Since winning the competition, Walters has been day 
daydreaming that he'll meet some rich businesswoman 
on the holiday who will instantly fall for him, and turn 
his life around so that he can drop out of university and 
live as a kept man. Often he can be seen sitting alone, his 
eyes staring off into the distance, lost in his thoughts. 


ENZO BANUELOS, Age 38, Spanish Postal 
Worker (Victim 3—Left Leg) 


BACKSTORY: 


Personal Description — Broad shouldered, receding hair, 
large moustache, big smile. 


Traits — Generous and kind hearted. 
Phobias & Manias — Fear of spiders. 


NOTES: 


Enzo Banuelos is well-known and well-regarded in his 
hometown of Proaza, Northern Spain; however, he is lost 
on-board the train. A humble man of humble origins, 
Banuelos is quite overwhelmed by the ornate luxury of 
the Orient Express, and doesn't quite know what to do or 
how to handle social interactions between other guests or 
the staff—all of whom he feels inferior to. He begins to 
sweat profusely anytime anyone on the train approaches 
him and his eyes dart from side to side, as if he is looking 
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for an exit (which could look suspicious). He believes he 
is too poor and working class to be enjoying such luxuries 
and, until told otherwise, he will ^help" the ever patient 
stewards by collecting cutlery, folding linen, and so on. 

A genuine, honest and remarkably caring man, Benue- 
los will latch on to the first person he can connect with on 
the train and thereafter always look (and defer) to them 
for guidance. 


OSCAR GRIFFIN, Age 24, American Store 
Assistant (Victim 4—Right Leg) 


BACKSTORY: 


Personal Description — Boyish good looks, blonde hair, 
blue eyes. 


Traits — Always smiling and happy to start a conversa- 
tion with anyone (loves talking about sci-fi films). 


NOTES: 


Oscar Griffin will talk to anyone and he will talk, talk, 
and talk some more. It doesn't matter if his presence is 
desired or not, Griffin will hold the conversation until 
either the other person manages to get a word in and ex- 
cuse themselves, or just walks off. Griffin will be pleased 
to give everyone the benefit of his opinion on all matters 
(even if they can't understand a word of English). 

Griffin grew up in a rural part of the U.S. and spent 
many a happy time on hunting trips with his father and 
his many brothers. He works in a convenience store and 
loves it, "You get to meet and chat with so many amazing 
people.” 


FAUSTINO GONZAGA, Age 44, Venetian 
Cook (Victim 5—Torso) 


BACKSTORY: 


Personal Description — Large, corpulent, almost bald, 
perspires a lot. 


Traits — Reticent, quick to anger. 


Injuries & Scars — Missing ends of fingers on left hand 
(cooking accident). 


NOTES: 


Faustino Gonzaga lives for food and will be mostly found 
enjoying (or criticising) some extravagant dish in one of 
the trains restaurants. The stewards and other passen- 
gers will quickly become accustomed to his proclivity-to 
pronounce, in full explanatory detail the merits. or-oth- 
erwise of the train’s catering. At various points during 
the journey he will attempt to gain access to the train's 
kitchens to offer the chefs his pearls of wisdom. 


A hulking, corpulent man, Gonzaga is somewhat difficult 
to pass in the small corridors of the train. 
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ANTONIO ABELLA (AKA Angelo 
Minotti), Age 26, Italian Legal Assistant 


BACKSTORY: 

Personal Description — Handsome, brown eyes and win- 
ning smile. 

Traits — Restless, fidgets a lot. 

NOTES: 


Antonio Abella is stunningly attractive and knows it. 
Most women on the train either want to mother him 
or sleep with him and he is happy to oblige in either 
circumstance. Abella constantly fidgets as if nervous or 
restless. This tends to manifest through his hands and 
fingers, which clench and flex unconsciously—until he 
seems to notice and then he clasps his hands together in 
an iron lock upon his lap. 

Abella hides a dark secret. His real name is Angelo 
Minotti and he recently stole a large amount of money 
from his employer, an Italian legal firm in Rome. Believ- 
ing he was going to be discovered he looked for way out. 
By luck he was at Antonio Abella's house when a let- 
ter arrived, telling Abella that he had won the Lux-Vista 
competition. Already nervous and fearing of his cap- 
ture, Minotti seized upon a madcap plan. He murdered 
Abella, stole the winning ticket, and assumed Abella's 
identity (taking his passport and bank details). Minotti 
hid the body of his "friend" and fled to Paris—to catch 
the OE and escape justice. He plans to lie low and, once 
in Turkey, begin a new life under a false identity. 

Minotti fears capture and so far believes he has evad- 
ed police attention. However, his nervous twitch will 
become uncontrollable should he see any police (no 
matter what country he is in) and, if he thinks some- 
body is on to his crimes, he will use any means, up to 
and including murder, to stay free and ahead of the 
police. He is liable to panic and act before thinking—a 
dangerous recipe. 


ADDITIONAL CHARACTERS 


A further seven NPCs are supplied who are occupying 
cabins in the same two sleeping cars as the competition 
winners—these seven NPCs can be used to make up the 
number of winners when there are fewer than six player 
characters (there should be 12 winners of the competi- 
tion). The additional NPCs can be considered to be other 
passengers on the train—who also serve to provide re- 
placement player characters as required. The keeper has 
full reign on these characters and may change gender and 
nationalities as desired. 
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CHANTEL ANTIN, Age 23, 
French Fashion Model 


BACKSTORY: 


Personal Description — Slender, long blonde hair, exqui- 
site make-up, attractive. 


Traits — Gives personal presentation the highest priority. 


NOTES: 


Chantel Antin is an up-and-coming fashion model, al- 
ready a darling of the press and major fashion houses. 
Rake-thin, with flowing blonde hair, she exudes confi- 
dence. She has recently returned to Paris from New York. 

She keeps a hidden derringer with her at all times 
due to the fact she has a stalker who has been send- 
ing her emails and letters for the last six months. The 
missives, written in both English and bad French, have 
been altogether inappropriate and, more recently, be- 
come threatening—even going so far as to threaten the 
models life. The unknown stalker, who simply signs 
off as “The Love of YOUR Life,” appears upset because 
Antin has not responded to any of the many letters or 
emails that they have sent. Antin is nervous around new 
people—as anyone of them could behind the night- 
mare that is shadowing her. Henri Guillemette, her 
boyfriend, has persuaded Antin to take a short break 
away from her troubles. 


Accompanied by, and sharing a cabin with: 


HENRI GUILLEMETTE, Age 52, 


French Business Director 


BACKSTORY: 


Personal Description — White haired, fashionable, and 
manicured. 


Traits — Cruel, overconfident, and a coward. 


NOTES: 


Guillemette is a wealthy business director for a large 
European business. He has been married and divorced 
three times. His most recent fling is with the model, Ch- 
antel Antin who has been receiving threatening letters 
and emails from an unknown stalker. 

Guillemette is a risk taker in business and in life. So 
far he has always come out on top, making him over- 
confident and sometimes foolish. Bullied as a child, he 
has a cruel streak a mile wide, which can be observed 
when he belittles the train's stewards at any opportunity 
he gets. 

He persuaded Antin to accompany him, as he didn't 
want to be bored on his trip to Turkey for business. 
Antin believes the trip is a gift to help take her wor- 
ries away. Guillemette plays the devoted lover, however 
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LARS FARBER, Age 47, German Engineer 


he thinks the stalker is just another over-eager fan and 
nothing to be concerned about. Should a life-threaten- 
ing confrontation take place he will take any means to 
extricate himself; he's prepared to throw Antin in dan- 
ger's way ahead of him, if necessary. 


MERISSA OCANA, Age 39, 
Spanish Painter 


BACKSTORY: 


Personal Description — Plain looking, glasses. Wears 
flowing Asiatic clothing. 


Traits — Inquisitive. 
Injuries & Scars — 2" long scar running down left side 
of face. 


NOTES: 


Merissa Ocana is a celebrated painter, mostly successful 
in the U.S., with the majority of her shows in her home 
of New York City. Her work is pretty avant-garde, usu- 
ally comprising large canvases where people's body parts 
are jumbled-up to form weird geometric patterns. Where 
she draws inspiration from is anyone's guess. 

On first meeting her most people will notice the scar 
etched into her face, the result of a vicious mugging some 
ten years ago. 

Ocana is traveling with her lover, Wanda Zeigler, who 
runs a global charity from New York City. The pair are 
very open about their sexuality. 


Accompanied by: 


WANDA ZEIGLER, 
Age 38, American Charity Director 


BACKSTORY: 


Personal Description — Curly blonde hair, glasses, 
piercing eyes. 


Traits — Business-like, very direct. 


NOTES: 


Wanda Zeigler looks like a grown-up Shirley Temple 
(the child star of 1930s movies). She founded and runs 
a charity to help forgotten women across the world. 
Hard working and passionate about her cause, Zeigler 
and her lover, Merissa Ocana, are taking a break from 
their hectic lives to enjoy the splendors of Europe on 
board the Orient Express. 
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Personal Description — Slender, short-cropped hair, 
wine-stain birthmark on face. 


Traits - Unassuming, eager to make friends. 


NOTES: 


Lars Färber loves trains, and has done so ever since he was 
a small boy. He is fulfilling a life's ambition to travel on 
the Orient Express, and he intends to make the very most 
of it. His unassuming and polite demeanor means that he 
is easy to get to know and likeable. Fárber will be pleased 
to point out the history of the train, the recreated period 
décor, and the workings of the train to anyone who shows 
an interest. On such subjects he can talk for hours. 

Färber is a resourceful individual and good problem 
solver. He believes in justice and won't hesitate to con- 
front those who act in a cruel or impolite manner. 


MARK WILSON, Age 28, 


Australian Investment Fund Manager 


BACKSTORY: 


Personal Description — Tanned, rake-thin, blue eyed, 
turns all the ladies heads. 


Traits — Appears very casual and easygoing. Stalker of 
Chantel Antin. 


NOTES: 


On the surface, Mark Wilson is a likeable, unassuming 
Australian who wouldn't look out of place with a surf- 
board on a tropical beach. He is devastatingly handsome 
and previously worked as a fashion model; although, for 
some reason he never made the top grade. Nowadays he 
works for an investment fund management company in 
Sydney. 

Six months ago, Wilson began an obsession with Ch- 
antel Antin, the famous French fashion model. Without 
rhyme or reason, Wilson became fixated upon Antin 
and sent her a string of unpleasant, untraceable emails 
and letters made out of cut and pasted newsprint. The 
communications have grown more serious and threaten- 
ing within the last month or so, as Wilson is desperate 
to produce a response from Antin. At present he has.no 
idea whether she is taking his regard for her with any sè 
riousness. Having hacked into her personal email, Wilson 
discovered that Antin was taking a vacation on the Orient 
Express, and so thought it would be an ideal opportunity 
to get close to his object of desire. Wilson aims. to pass 
Antin another note during the journey, asking her to meet 
with him. Wilson hopes the note will draw Antin to-him, 
where he can reveal himself and his undying love for her, 
and she will fall into his arms. 
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Note that within Wilson's luggage in his train cabin 
are numerous cut out letters from newspapers and mag- 
azines, glue and plain paper. If that's not incriminating 
enough, then his personal journal, which details his ac- 
tions and devotion to Antin certainly is. 


FABIAN WYSS, Age 58, 


Swiss Plastic Surgeon 


BACKSTORY: 
Personal Description — Receding hairline, short in stat- 
ure, large in girth. 


Traits - Calm and measured. 


NOTES: 


Fabian Wyss has been a hard-working physician for all of 
his life. Never once thinking of himself, he has devoted 
his time to his (wealthy) patients, and in building a very 
successful private practice in Switzerland. Wyss' specialty 
is plastic surgery, providing both reconstructive surgery 
for the needy, and cosmetic surgery for the rich. 

Wyss views the journey on the Orient Express as a va- 
cation and also a chance to mingle with potential wealthy 
customers. While in conversation, Wyss will politely point 
out a person's physical flaws (sagging skin, unappeal- 
ing lips, crooked nose, etc.) and then go on to say that 
a simple procedure would fix the problem, and he'd be 
delighted to help, "Here's my card, very reasonable rates.” 


TRAIN STAFF 


While the Orient Express employs a range of oc- 
cupations (driver, engineer, cooks, etc.) with 40 
staff on the train, the player characters are likely 
to encounter waiting staff, such as the stewards, 
who will attend to their needs on board. A sam- 
ple steward follows—keepers should use Rene 
Violet as a model for other staff as needed. 


RENE VIOLET, Age 26, 
French OE Steward 


BACKSTORY: 


Personal Description — Slim, well-pressed uniform, with 
licked-back hair and a pencil-thin moustache. 


Traits — Unflappable and incredibly patient. 
NOTES: 


Rene Violet is a romantic at heart. Having grown up on 
the outskirts of Paris, he always had a love of European 
cities. His job with the train is as near-to-perfect as pos- 
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sible. Violet loves meeting glamorous travelers and mak- 
ing up stories in his head about their intriguing lives. He 
will do his best to ensure his passengers encounter no 
difficulties while on board the train and go out of his way 
for those who are friendly and well meaning. 


MODERN HANDOUT #3 
PAN LANA ANANAS 
Orient Express llinerary 


DAY 1 - FRIDAY 30 AUGUST 


15.53 Board the OE at Paris 
Gare de I’ Est. 


DAY 2 - SATURDAY 31 AUGUST 


15.42 OE arrives in Budapest, 


Hungary, transfer to Hilton Hotel 
for overnight stay. 


DAY 3 - SUNDAY 1 SEPTEMBER 
10.00-16.00 Optional guided tour of Budapest 


18.08 OE departs for Romania. 


DAY 4 - MONDAY 2 SEPTEMBER 


08.52 OE arrives at the mountain town 


of Sinaia. 

10.00-12.00 Optional guided tour of Peles 
Castle. 

12.20 OE departs for Bucharest. 

14.16 OE arrives Bucharest Nord, trans- 


fer to Athenee Palace Hilton Hotel 
for overnight stay. 


DAY 5 - TUESDAY 3 SEPTEMBER 


09.05 OE departs for Bulgaria. 

14.00-16.00 Short off-train excursion in Varna, 
Bulgaria. 

17.04 OE departs for Turkey. 


DAY 6 - WEDNESDAY 4 SEPTEMBER 


15.18 OE arrives Sirkeci Station, 


Istanbul. 


ANA AN AN A AN A AN A A AN YA 
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Double Berth 
Player Characters x 2 


Double Berth 
Antonio Abella & Enzo Banuelos 
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Double Berth 
Morissa Ocana & Wanda Zeigher 
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Mark Wilson 
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Player Characters x 2 


Chantel Antin & Henri Guillemette 


Double Berth Single Berth 


Oscar Griffin 


Single Berth Single Berth Single Berth 
Player Character Player Character Faustino Gonzaga 
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Double Berth Single Berth 


Lars Pirber 


Singe Berth 
Giuseppi Roti 


Single Berth 
John Walters 


Single Berth 
John Milton 
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2013 TRAIN ITINERARY 


The scenario uses the following itinerary for 
the train’s journey; the timings and locations 
are based upon the real OE timetable. The ho- 
tels described are not ones used by the real OE, 
although they are real places, fictionalised for 
this adventure. 


TIMELINE Or Events 


Following is a timeline of this scenario’s key 
events, detailing the actions of John Milton, 
his sequence of murders, and the strange con- 
sequences of Milton’s miscasting of the Ritual 
of Cleansing. Keepers are at liberty to modify, 
change and restructure these events as best fits 
the actions of their player characters. While 
Milton will attempt to pursue his plan as closely 
as possible, the changes wrought by the Ritual 
of Cleansing upon the train mean that Milton 
has to adapt his plan to suit the situation. The 
strangeness of the Other Place and the Echoes 
of the Past all serve, in effect, to help Milton as 
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the distraction, confusion and general weird- 
ness act as the perfect cover for his murders. All 
Milton has to do is keep attention focused away 
from him, while he obtains his six body parts 
for the Meat Simulacrum and, once he has ac- 
complished this, create a Gate to the Shunned 
Mosque. 

Not until the final murder has taken place 
and the Gate has been created should the play- 
er characters be sure of who the villain is. 
Milton will be at pains to misdirect the play- 
er characters until he is ready for them in the 
Shunned Mosque—remember, Milton wants 
to be pursued and wishes for the player char- 
acters to kill him so that his spirit can possess 
the Meat Simulacrum. 

The events take place over five days, with 
the first murders happening on Day 3. The first 
two days on the train have been kept relative- 
ly free of important events to allow the player 
characters time to get to know one another as 
well as the other passengers on the train. 

Note that train functions and the key events 
of the scenario are split by type. 


Horror on the Orient Express 


TRAIN: 
15.53 


16.30 


19.00-22.00 


EVENTS: 


Dinner: 


TRAIN: 
07.00-09.00 


12.00-2.00 


15.42 


16.30 


19.00-22.00 


EVENTS: 
Lunch: 


Evening: 


TRAIN: 
10.00-16.00 


16.30 
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Day 1 ~ Fray 


Board the OE at Paris Gare del’ Est. 


Lux-Vista welcoming reception in the 
salon car. 


Dinner served in the dining cars. 


John Milton welcomes his guests at 
dinner, followed by a 'get to know you 
session' in the Salon Bar Car. 


Day 2 — SATURDAY 


Breakfast served in the passengers' com- 
partments. 


Lunch served in the dining cars. 


OE arrives in Budapest, Hungary, transfer 
to Sofitel Hotel for overnight stay. 


Arrival at Sofitel Hotel. 


Dinner served Hotel restaurant. 


Opportunity for player characters to 
meet the other competition winners and 
other passengers. 


Faustino Gonzaga attempts to enter one 
of the kitchens to complain to the chef 
about his salmon. 


Chantel Antin causes a scene during din- 
ner when she discovers a mysterious note 
in her bag (from Mark Wilson). 


Altercation between Giuseppe Roti and 
Antonio Abella (who refuses to leave the 
hotel and retires to his room). 


Day 3 ~ SuNDAY 


Optional guided tour of Budapest 


Afternoon tea served in the passengers' 
compartments. 


18.08 OE departs for Romania. 
19.00-22.00 Dinner served in the dining cars. 
EVENTS: 
Day: John Milton feigns illness and remains on 
train to prepare to perform the Ritual of 
Cleansing. 
Chantel Antin requests assistance from 
one of the player characters. 
Evening: While the train is en route to Romania, 
John Milton performs the Ritual of 
Cleansing. 
Half of the OE is transported to the 
Other Place. 
Night: Giuseppe Roti and then John Walters 
murdered by John Milton. 
Day 4 ~ Monnay 
EVENTS: 
Morning: Enzo Banuelos murdered by John 
Milton. 
Day: 1923 diary discovered. 
Oscar Griffin murdered by John Milton. 
Evening/Night: Mark Wilson confronts Chantel Antin. 
Faustino Gonzaga murdered by John 
Milton. 
Day 5 ~ Tuspay 
EVENTS: 
Day: Antonio Abella murdered by John Milton. 
Night: Player character murdered by John Milton. 


John Milton Gates to the Shunned 
Mosque in Istanbul, performs the Ritual 
of Enactment upon the Meat Simula- 
crum, and awaits the arrival of the player 


characters. 
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CONSTANTINOPLE 
Day | - Friday 30 


Auqusl 


15.53 Board the OE at Paris Gare de I’ Est. 

16.30 Lux-Vista welcoming reception in the 
salon car. 

19.00-22.00 Dinner served in the dining cars. 


ALL ABOARD! 


There is a wonderful sense of occasion as the 
passengers arrive at Paris Gare de I’ Est station 
to board the train. The grand splendor of the 
station with its period architecture is matched 
by the lovingly restored Orient Express car- 
riages that line the station platform. Train staff 
waltz around the platform, greeting guests, 
checking tickets, and ensuring everyone feels 
welcomed as they are shown to their respective 
cabins for the journey. 

The player characters will be directed to 
Sleeper Carriages F and G (see diagram). In- 
side each of their sleeping compartments they 
find soap, toothbrushes, robes, slippers, an um- 
brella, and drink coasters all emblazoned with 
the Orient Express logo, as well as an expensive 
looking box of chocolates and an envelope in- 
scribed with their name. The envelope holds an 
elegantly embossed card from Lux-Vista wish- 
ing them a fabulous vacation and inviting them 
to join Lux-Vista's founder, John Milton, in the 
salon car at 16.30 for a welcoming reception. 

A knock at their door announces the car- 
riage steward (Rene Violet for Sleeper F and 
Jacque Cote for Sleeper G) who explains that 
he is responsible for this carriage and is on-call 
for whatever they require during the journey, 
and that afternoon tea will be served in the sa- 
lon car today rather than in cabin at the request 
of Lux-Vista. With a smile and nod the steward 
wishes everyone, “A pleasant journey aboard 
the Orient Express," and disappears off down 
the corridor. 
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WYeLcome To THe Orient Express 


Presumably all of the player characters take-up 
the invitation to join John Milton in the salon 
car, as do all six of the other competition win- 
ners. Half of the salon car has been set aside 
for the Lux-Vista reception and each guest is 
warmly greeted by John Milton, who hands 
everyone a glass of champagne saying that he 
is delighted to be traveling with them on this 
“journey of a lifetime”. 

The keeper should use the reception to 
ensure that the player characters become ac- 
quainted with one another, as well as the oth- 
er Lux-Vista guests. John Milton will circulate 
among the party, ensuring everyone has a full 
glass at all times. 

Keepers should familiarize themselves with 
the backgrounds and personalities of the Lux- 
Vista guests. Note that Antonio Abella will be 
quiet and reticent if spoken to, while Oscar 
Griffin will be pleased to make new friends, as is 
Faustino Gonzaga who seems to spend most of 
the conversation talking about food. Giuseppe 
Roti will remain distant, silently getting the 
measure of the other passengers, whereas John 
Walters’ conversation will be stilted as he is a 
little overwhelmed by the occasion. Enzo Ban- 
uelos will stare at the other guests (much like 
a deer in the headlights of an on-coming car), 
as he feels completely out of his depth—he will 
quickly warm to anyone who speaks Spanish or 
Italian, latching on to them until the reception 
is over. 

At 18.00 John Milton announces that din- 
ner tonight will be served in the L’ Oriental res- 
taurant car from 19.00 to 21.00 and that he rec- 
ommends the beef. Saying a final, “Thank you 
for traveling with me and bon voyage!” He ex- 
cuses himself to go and change into evening 
dress for dinner. 


DINNER 


Dinner is a grand affair on the train, and anyone 
not dressed appropriately will be turned away 
by the maitre d' and asked to return suitably at- 
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tired (hopefully everyone remembered to pack 
their dinner jackets and evening dresses). 

Lux-Vista guests are seated together, while 
other passengers make up the remaining tables. 
After dinner, John Milton ensures that every- 
one (who wishes) is taken through to the Sa- 
lon Bar Car for a nightcap. Milton will be a 
gracious host throughout, never dropping his 
mask to reveal his darker side; he will happily 
talk about his life and various business success- 
es, as well as discussing the history of the Ori- 
ent Express. 

By 23.00 most guests will have already re- 
tired to bed and the Salon Bar Car closes down 
for the night. Any remaining guests are kind- 
ly directed to their cabins where their carriage 
steward checks at what time they will require 
breakfast brought to their cabin (served be- 
tween 07.00 to 09.00). 


Day Je Saturday 3I 


August 


07.00-09.00 Breakfast served in the passengers’ com- 
partments. 

12.00-2.00 Lunch served in the dining cars. 

15.42 OE arrives in Budapest, Hungary, transfer 
to Hilton Hotel for overnight stay. 

16.30 Arrival at the Hilton Hotel. 

19.00-22.00 Dinner served in hotel’s Icon Restaurant. 


Fisherman's Bastion 
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Both Day 1 and 2 should be used to acclima- 
tize the player characters to the workings and 
customs of the train, as well as provide amble 
opportunities for the player characters to get to 
know John Milton and the other competition 
winners. Day 2 also allows time for the other 
train passengers to become known—at least in 
passing. 


WHO COOKED THIS? 


During lunch, Faustino Gonzaga makes a scene 
in the La Côte Restaurant Car. He has been 
drinking heavily and his order of salmon is not 
to his preferred taste. Despite the attendance of 
the waiting steward, Gonzaga attempts to gain 
access to the car’s kitchen to confront the chef. 
An altercation ensues with Gonzaga growing 
more hot and blustery with every second that 
he is denied access to the kitchen. With a bright 
red face, Gonzaga is liable to start throwing 
punches, as the stewards seem unable to calm 
him down. 

Should a player character intervene, suc- 
ceeding with either a Charm, Intimidate or 
Persuade roll, then Gonzaga calms down just 
as the chef appears. Gonzaga is suddenly all 
apologetic and distinctly embarrassed, lavish- 
ing praise upon the chef and stewards, begging 
that he be forgiven for his indiscretion. If the 
player character’s roll is pushed and failed a sec- 
ond time, Gonzaga’s anger turns on the play- 
er character, throwing a punch in their direc- 
tion (Gonzaga’s aim is poor due to his drunken 
state—unless the Dodge roll is a fumble, the 
player character easily evades the ham-fisted 
blow). With this, Gonzaga calms down and asks 
forgiveness as the stewards quickly and politely 
convey him back to his cabin to sleep it all off. A 
small round of applause is awarded to the.play- 
er character by the other lunch guests. 


BUDAPEST 


At just before a quarter to four, the train pulls 
in to Budapest's West Station (Nyugati Pályaud- 
var) where passengers are transported. to the 
luxury Hilton Hotel for an evening stopover. 
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The Hilton Hotel is sited in the Buda side 
of the city and it boasts the beautiful Baroque 
façade of a 16th century Jesuit College and a 
13th century Dominican Churchyard. Next 
door is the Matthias Church and Fisherman's 
Bastion. The traveler's rooms all have fantastic 
views over the River Danube and parliament 
buildings. 

Hotel guests have access to a 24-hour fitness 
center, sauna, and masseuse service, as well as 
full Internet access from their rooms or via the 
hotel's business centre. 

That evening, dinner is served in the hotel's 
Icon Restaurant, where both Mediterranean 
and authentic Hungarian dishes are the special- 
ty. The travelers are recommended the salmon 
with pike fillet, or duck-breast served with lav- 
ender scented panna cotta. 

Attentive player characters may notice 
that Chantel Antin appears upset during din- 
ner. Henri Guillemette, sitting next to her, 
seems to have little concern for Antin's suffer- 
ing (Psychology roll). The situation comes to 
a head when Antin abruptly stands up during 
the main course and rushes out of the restau- 
rant (to go to her room). Those expressing con- 
cern to Guillemette as to Antin's well-being are 
brushed-off by Guillemette, who laughs and 
shrugs his shoulders saying, “Women! They get 
so het up over the silliest of things, no?" 

Anyone knocking on Antin's hotel room 
door are told by her to “Go away! Please!" Antin 
will not open the door to anyone except Guil- 
lemette. Player characters succeeding in a Lis- 
ten roll can hear Antin sobbing within; if this 
roll is pushed and failed, then Antin hears the 
character at the door and shouts out, “Go away! 
I hear you! Leave me alone and stop sending 
me your letters!" If the player character persists, 
Antin calls the hotel's reception for security. 

Just prior to dinner, Antin discovered an- 
other anonymous letter from her stalker in her 
handbag. She begged Guillemette to take the 
letter seriously, however he just laughed the sit- 
uation off, repeating his refrain that the stalk- 
er was nothing to worry about and was prob- 
ably just some freckle-faced kid who'd go away 
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in time. Guillemette persuaded Antin to come 
to dinner, where he continued to belittle her 
fears until she'd had enough and escaped back 
to their room. 

After dinner some of the competition 
guests decide to take the evening air for a stroll 
around the hotels picturesque gardens. Gi- 
useppe Roti can be heard asking Antonio Abel- 
la to join the group, however Abella says he's 
over-tired and wishes to go to bed. Those suc- 
ceeding in a Psychology roll note that Abella 
doesn't appear tired and that he appears to be 
lying. With a shrug, Roti leaves Abella and joins 
those going outside. Abella is fearful of the po- 
lice, and is trying to limit any potential expo- 
sure. He will keep to his room for the duration 
of the stay in Budapest, foregoing the option- 
al tour of the city on Day 3. Should he be ap- 
proached he will continue to feign tiredness, 
growing angry and shutting his room door to 
anyone who persists in bothering him. 


Day 3 - Sunday | 


Sa tember 


10.00-16.00 Optional guided tour of Budapest 


16.30 Afternoon tea served in the passengers’ 
compartments. 
18.08 OE departs for Romania. 


19.00-22.00 Dinner served in the dining cars. 


Antonio Abella is noticeably missing from the 
day’s guided tour of Budapest. He remains in 
his room until early afternoon when he calls a 
taxi to take him back to the safety of the train. 
Also, John Milton will not be joining the com- 
petition winners for the tour. He appears at 
breakfast and wishes everyone a lovely day, 
apologizing that he has some work to take care 
of and will see them all again later in the day 
back at the train. Milton will return to the train 
at midday, remaining in his cabin to perform 
the Ritual of Cleansing in preparation for the 
murders he plans to start on Day 4. 
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Chantel Antin, however, appears complete- 
ly recovered from the evening before. If she is ap- 
proached she apologizes for her behavior at dinner, 
laughing it off as being due to exhaustion caused 
by her hectic work schedule, having only just re- 
turned from a long photo shoot in New York. 


THE Guprp Tour 


The tour of Budapest comprises visits to some of 
the city's most famous locales. It begins in Trin- 
ity Square, the site of many historical buildings 
and monuments. In the middle of the square, 
the Trinity Statue commemorates the victims 
of the 1691 plague epidemic, with the Mathias 
Church dominating the right hand side of the 
square. Originally built in the 13th century, the 
church's current facade dates back to the late 
19th century, when architect Frigyes Schulek re- 
built it in a neo-Gothic style. The church is one 
of Hungary's most important. The interior is 
richly decorated and contains the sarcophagus 
of King Béla HI, during whose reign the church 
was originally built, and that of his wife Agnes 
of Chatillon. Following a brief walk around the 
church, the tour leads into the Old Town Hall 
of Buda. In its cellar the Hungarian House of 
Wines awaits the travelers for a wine tasting ses- 
sion. A full representation of the finest of Hun- 
garian wines is available and may be purchased 
by the bottle or the case. 

The tour then takes in the Buda Castle Dis- 
trict, with its Gothic style palace built during the 
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What strange things lurk in the Buda Labyrinth? 


reigns of Louis the Great, King Sigismund, and 
King Matthias. The tour-guide points out that 
during World War II, the palace and the Castle 
District were the last refuge of the German army, 
which fell under heavy siege from the invading 
Soviet forces, causing a great amount of damage. 
Over lunch, the travelers have time to take in the 
breathtaking panorama of the Danube and the 
Pest side of the city. 

Last stop on the tour is the spooky Buda 
Castle Labyrinth*. A cave complex of enormous 
size, the labyrinth is said to have held 20,000 
German soldiers while they sheltered from the 
Soviet assault. The complex of caves and cellars 
is located sixteen meters under the surface. The 
tour begins with tales of Dracula and then pro- 
ceeds through the underground maze, where 
waxwork figures loiter in dark chambers and 
strange art installations, such as the Crowned 
Head, compel the imagination—the Crowned 
Head is an eerie sight, a huge stone face wear- 
ing a crown that appears to be sinking into the 
floor of the cave. Finally the travelers are shown 
a short film about Budapest before ascending 
back to street level and conveyance back to the 
train. 

(*Further visitor information can be found: at www. 
labirintus.com/en/) 


À Request For Hr.» 


During the tour of the Buda Castle Labyrinth, 
Chantel Antin slips away from her boyfriend to 
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approach one of the player characters. Antin 
waits in one of the labyrinth's many dark re- 
cesses for her chosen player character, who she 
gently prods and then whispers, "Please come 
with me, I need your help." 

She reveals her face and holds a finger to her 
lips, to signify that the player character remain 
quiet. If the character complies, Antin leads 
him or her away from the main group of trav- 
elers to one of the outer caves. Here, Antin asks 
for help, saying that she believes her life is in 
danger. She explains that she has been receiv- 
ing anonymous emails and letters for the last 
six months. She has no idea who is sending the 
letters, but believes the stalker is traveling with 
them on the train, as she discovered a new let- 
ter in her handbag last night before dinner. The 
letter was not there earlier in the day, so must 
have been placed in her bag sometime during 
the afternoon or early evening. If asked what 
her boyfriend is doing to help her, Antin gives 
a small smile, and says that Henri believes the 
letters to be of little consequence, ^He is a cruel 
man at heart,” she says, “He is only interested to 
have me on his arm as a trophy, and he thinks I 
worry like a little schoolgirl.” 

Antin will show the player character the lat- 
est letter—see Modern Handout #4—(she does 
not have the previous ones, having left them at 
her home) and confirms that, as yet, she has not 
gone to the police. She fears the resulting pub- 
licity could both harm her career and drive the 
stalker to even worse behavior. She implores the 
player character to help her. 

Hopefully the player character agrees to 
Antin's request—a successful Psychology roll 
indicates that Antin is indeed afraid and sincere 
in what she is saying. Antin is at a loss for what 
to do next, she only knows that relying on her 
boyfriend is not going to work, and she can- 
not go to the authorities. If the player charac- 
ter manages to come up with a convincing plan, 
she will go along with it. Note that Antin will 
not mention that she has a derringer—it's her 
secret and defense of last resort. 

Mark Wilson has 3096 skill in Spot Hidden. 
It is up to the keeper if Wilson notices Antin 
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leaving the tour party with one of the player 
characters. If he does, then he will follow si- 
lently (Stealth 7096) to listen-in on what is said. 
Wilson is smart and will do nothing now, wait- 
ing until the time is right. He will feel an insane 
jealousy towards the player character from now 
onwards, and considers them a threat. When 
the right opportunity presents itself (most like- 
ly once the train has been transported to the 
Other Place), Wilson will strike to eliminate 
any threats to his "love" for Antin—this means 
that both Guillemette and the chosen player 
character are at risk from his attack. 


THe Murperer PREPARES 


As everyone is touring Budapest (or hiding out 
in their hotel room like Antonio Abella), Mil- 
ton takes a taxi back to the train station and 
boards the Orient Express, using Dominate to 
control a train steward). He gets the steward to 
give him a passkey for the passenger compart- 
ments. Milton then tells the steward to go back 
to his duties and forget that Milton was ever on- 
board the train today. He then opens the door 
to Giuseppe Roti’s cabin and inscribes a small 
picture of a left arm in chalk on the underside of 


MODERN HANDOUT #4 
MM MM MM AWW 


LOVELY CHANTEL 

I GROW ANGKY THAT YOU CON- 
TINUE TO IGNORE MY PLEAS OF 
LOVE 

SOMETYWING WAS TO GIVE 

ILL GIVE YOU ONE LAST CHANCE 


I WILL CONTACT YOU AGAIN 
SOON 


THE LOVE OF YOUR LIFE 
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Roti's bed. Milton then goes in to each of his in- 
tended victim's cabins, drawing the appropriate 
body part under each person's bed (including 
the chosen player character). He also enters one 
of the double berths shared by two other player 
characters and steals four shirts. Finally, Milton 
locks himself in his cabin and prepares to cast 
the Ritual of Cleansing. For Milton's version of 
the spell, the preparation involves meditation 
and ritualistic bathing. Milton will skip dinner, 
remain in his cabin and perform the Ritual of 
Cleansing while the train is en route to Romania 
that night. 

The player characters are likely to be divert- 
ed by Chantel Antin's request for help or, at least, 
enjoying the evening on the train. It is highly un- 
likely that, at this point, they will suspect Mil- 
ton of much, given that he hasn't really done 
anything untoward as yet. If anyone attempts to 
contact Milton, he will feign illness and say he 
is resting and hopes to be as fit a fiddle in the 
morning. 


WHO'S BEEN IN MY CABIN? 


Though unlikely to happen immediately, the 
two player characters will probably notice that 
each of them is missing two shirts (four in to- 
tal). If they ask the steward whether anyone else 
has been in their cabin, the steward will confirm 
that during the morning of their stay in Buda- 
pest their cabin was cleaned by the train's staff. 
He is almost certain that no one would have 
stolen the shirts. Perhaps they are misplaced or 
perhaps the gentlemen only thought they had 
unpacked them? No? 

The player character victim will only no- 
tice the red chalk-drawn head under his or her 
bed if they state they are looking under their 
bed (and up at the underside of the bed's wood- 
work) and succeed in an Extreme Spot Hidden 
roll (the chalk drawing is small and it is pretty 
dark under the bed). 


THE RITUAL GOES WRONG 

As everyone sleeps, Milton performs the Ritual 
of Cleansing. Drawing upon all of his magical 
ability he attempts to summon and consume 
Mehmet Makryat's spirit. Due to Milton's im- 
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of Nyarlathotep? 


It has been left to the keeper to decide whether 
Nyarlathotep has played a role in causing the relo- 
cation of Milton and the train to the Other Place. 
Certainly, the very fact that the train and Milton's 
intended victims are trapped in a realm of night- 
mare does play somewhat into Milton's murder- 
ous hands, and perhaps satisfies the Outer God's 
sense of humor? 
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precise ritual performance, and some perverse 
twist of Mythos magic, the spell has an unex- 
pected side effect—transporting the end por- 
tion of the train and its passengers through a 
rift in time and space to the Other Place. 

The transportation to the Other Place hap- 
pens instantaneously, with the sleeping pas- 
sengers and stewards quite unaware until they 
awake the following morning. Those stewards 
awake at the time of the transportation are un- 
able to resist the effects of the spell, and fall 
into feverish unconsciousness. Indeed, that 
night, each person transported to the Other 
Place will have had the most awful and terri- 
fying nightmares consisting of dark, faceless 
things chasing them down the corridors of the 
Orient Express. 

Milton is of course awake, and remains so 
when the train transports to the Other Place. 
Initially he is concerned as he tries to under- 
stand what has happened. He quickly comes to 
realize that the situation has improved beyond 
his reckoning. Through insane insight, Milton 
believes that Nyarlathotep has favored his plan, 
sending his victims to a place where Milton can 
work without the distractions of the outside 
world. Quite simply, Milton cannot believe his 
luck, and decides that his dark lord has grant- 
ed him this boon so that the Meat Simulacrum 
can be made manifest. Newly energized and 
excited by this turn of events, Milton advanc- 
es his plan, murdering not one but two people 
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(Giuseppe Roti and John Walters) before 
'dawn' arrives in the Other Place. 

Those people transported have no 
way of knowing what has happened 
to the rest of the train back in the real 
world. In fact, the front of the train sim- 
ply carries on, those on-board unaware 


Echoes of the Historical Dat 


Many possibilities exist, here are just a few historical events that 
took place on or around the Orient Express that could be the 
basis for further echoes in the Other Place: 


until a member of the OE staff attempts 
to enter the salon car and finds it and the 
last five cars are missing! The Hungarian 
and Romanian authorities are complete- 
ly dumbfounded, as no one can find the 
missing portion of the train. 


THE OTHER. PLACE 


The entire rear set of carriages has been 
transported to the Other Place: 


> Salon Bar Car E 

Restaurant Car—La Saveur d'Asie 
Sleeping Car F 

Sleeping Car G 


ww v v v 


Fourgon—luggage 

At the time of the spell, only three Ori- 
ent Express staff are within the carriages 
transported to the Other Place: René Vi- 
olet, Jacques Côte the Sleeping Car stew- 
ard, and Didier Lagoy from La Saveur 
d'Asie kitchen. 

Existing outside of conventional time 
and space, the Other Place appears on 
the surface to be some dark reflection of 
the world, however time works different- 
ly and echoes of the past manifest in the 
present, causing unexpected and danger- 
ous consequences. 

In essence, the Other Place is a small 
pocket dimension wherein a portion of 
the Orient Express is trapped. Fleeting 
glimpses of significant and minor events 
from the train's history are brought to 
life here, replayed and disjointed. Such 
past-echoes become tangible here, and 
those on the train who attempt to in- 
teract with the echoes may discover that 
they are not mere ghosts reflecting past 
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On 31 May, 1891, a large band of Turkish bandits, led 
by Anasthatos—a charismatic giant with a flowing black 
beard—derailed the train about 60 miles outside of Con- 
stantinople. The bandits stole money and luggage, and 
took 20 hostages whom they planned to hold for ransom. 
Once the bandits took off with their plunder, it was hours 
before the outside world knew of the event, and much lon- 
ger still before a relief train could haul the passengers to 
their destination. 


In 1929, the train became stuck in a large snowdrift for 
five days at Tcherkesskeuy (now called Cerkezkóy), some 
103km from Istanbul. It is believed that this event inspired 
Agatha Christie's Murder on the Orient Express. 


The founder of the Boy Scouts movement, Robert Baden- 
Powell, traveled on the train under the cover of being a lep- 
idopterist (one who studies moths and butterflies), sketch- 
ing insects and collecting samples. In fact, Baden-Powell 
was spying! His sketches were coded drawings of enemy 
fortifications along Yugoslavia's Dalmatian coast. 


In 1920, the President of France, Paul Deschanel, found 
himself embarrassed when he stumbled out of the train 
in his pajamas and slippers. He made his way to the signal- 
man, saying “I am the President of France.” The signalman 
replied, without batting an eyelid, "And I am Emperor Na- 
poleon? 


On November 11, 1918, the Orient Express became the 
venue for the German surrender of the Great War. An allied 
commander used a Wagons-Lits car as a mobile conference 
room, and German officers were brought on-board to sign 
the surrender documents. Thereafter, the French proudly 
exhibited the train car in Paris until June 1940, when Adolf 
Hitler ordered that the car be hauled to the exact same spot 
where surrender was signed 22 years before, allowing him 
to dictate the terms of the French surrender. Around four 
years later, when Hitler began to realize the possibility of 
defeat, he ordered that the car be blown up, lest it “become 
a trophy of the Allies once more.” 
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deeds, but rather they are real, physical mani- 
festations capable of interacting in the most 
deadly of ways. 

Keepers should aim to use the Other Place 
to confuse, misdirect and terrorize the play- 
er characters. Offstage, Milton works his way 
through the victims. Use events that took 
place from the 1923 campaign to act as echoes. 
Some possibilities include: 


> A modern-day player character opens 
their cabin door to find a player character 
from 1923 asleep in their bed. 


> A steward from 1923 serves 
drinks in the Saloon Car. 


> Fenalik appears at the end of the corridor 
and attacks the nearest player character. 


> Original body parts of the Sedefkar 
Simulacrum appear at odd moments 
in odd places on the train. 


> Faceless Italian Blackshirts board 
the train and request to see the 
passengers' travel papers. 


> Non-player characters of note 
reenact scenes or conversations 
from the 1923 campaign. 


> The hideous Jigsaw Prince appears on his 
gem-encrusted throne asking if he has a 
deal. (see page 109 of the 1923 campaign). 


> Flesh creepers (see page 77 of 
1923 campaign) dart along the 
train, seeking victims. 


> The train momentarily metamorphoses 
into the Locomotive Beast (see page 
114 of the 1923 campaign). 


Naturally, each keeper should draw upon their 
players’ experiences of the 1923 campaign to 
devise suitably unnerving echoes. Each echo 
should manifest for only a brief time, at the 
keeper’s discretion—1D6 minutes is suggest- 
ed. Each echo is essentially real for the period 
of time in which it manifests before it melts 
away into nothingness—but with the atten- 
dant Sanity loss applied. Thus, should Fenalik 
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appear, use his statistics from the 1923 cam- 
paign—he will act as if he is in 1923, be un- 
concerned or oblivious to the anachronisms 
around him, and his claws will be just as dead- 
ly for the brief period he is manifest. Likewise, 
parts of the Sedefkar Simulacrum that appear 
can be held and moved, yet will also simply 
disappear at a suitable moment. 

The effects of the Other Place are not, of 
course, limited to the events of the 1923 cam- 
paign. Any historical event that took place on 
the train, or person who has stepped upon the 
train, could in theory manifest to the delight 
or horror of the player characters and NPCs 
currently on board. For some possible exam- 
ples, see Historical Echoes, to the left. Try to 
avoid involving Milton and his intended vic- 
tims too much with the echoes, as these ele- 
ments should be left in the background. The 
Other Place serves to hide what is really go- 
ing on, and Milton should only be uncovered 
at the last when he is intent upon gaining the 
head of his final (player character) victim. 

Should a player character possess the 
Cthulhu Mythos skill, then a successful roll 
allows them to determine that this portion of 
the train and its passengers have been magical- 
ly transported to some foul dimension. They 
will be hard pressed to know how to escape 
or even if they and the train will ever return 
to the real world. A second successful Cthulhu 
Mythos roll might allow them to recall infor- 
mation pertaining to Gates—feasibly a Gate 
could transport those aboard the train back 
to the real world (this is indeed the only way 
out—Milton's Gate to the Shunned Mosque is 
the one sure way for everyone to escape). 

Using the Occult skill might suggest to 
the player character that this place is in some 
way connected to the many myths of the fairy 
realm, where tales tell of unwary travelers be- 
ing transported to lands where time runs at a 
different pace to that of the real world. 
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SAMPLE EcHoes Or THE OTHER PLACE 


Here are some general encounters, unrelated 
to the events of 1923, which may be used by 
the keeper while the train is in the Other Place. 
Keepers should modify or use these echoes to 
inspire those of their own. 


LOOKING OUT OF THE WINDOW 


It is difficult to see through the grey mist that 
surrounds the train, although it appears that 
there are trees upon the embankments of the 
train track. As the character tries to make out 
more, suddenly a pale face with white, milky 
eyes rears up on the outside of the window. The 
dead, white eyes seem to stare into the viewers 
face for a moment and then it is gone, lost in 
the mist (Sanity loss 1/1D4). 


LEAVING THE TRAIN - 
VIA THE EMBANKMENT 


If anyone leaves the comfort of the train, a sud- 
den cold wind chills them to the very bone. 
The mist seems to cling to them, its icy tendrils 
creeping through whatever layers of clothing 
they have on. Climbing the embankment, they 
find that they are in a dense pine forest; there 
is no bird song, nor any sound at all other than 
their own heavy breathing. A successful Spot 
Hidden roll allows them to see what look like 
human shapes through the mist and trees. The 
shapes are not moving. 

As they make their way through the trees 
they discern that the people in the trees are 
wearing some form of military garb: great- 
coats, fur hats, and rifles slung over shoulders. 
It is difficult to say how many of them there 
are, as the trees and mist greatly obscure the 
view. The soldiers remain still until they are ap- 
proached, when they silently turn round to re- 
veal that they have no faces (Sanity loss 1/1D6). 

If the character(s) try to run past the face- 
less soldiers in the trees they hear the sharp 
sound of rifles being cocked. If they look back- 
wards they see the faceless soldiers pointing 
their rifles at them. No command is uttered by 
the soldiers. If the character/s take one more 
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step forward, the soldiers fire and then give 
pursuit. 

The soldiers aim to wound rather than kill. 
Their task is to hold the passengers aboard the 
train and return any that try to escape. Either 
way, those passengers trying to escape will not 
get very far; if they evade the soldiers or suffer 
only light wounds, they reach the forest's edge 
and can go no further (see “The Forest's Edge,” 
following). 

There are as many faceless soldiers as the 
keeper requires. 


FACELESS SOLDIERS, 


unspeaking, relentless horrors 


STR 70 
POW 40 
Build: +1 


CON 60 SIZ 80 
DEX 50 
Move: 7 


INT 20 


HP: 14 
Damage Bonus: +1D4 


SPECIAL POWERS 


Although they have no face, they are perfectly and un- 
cannily able to see and hear to pursue their quarry. The 
faceless soldiers are relentless in their pursuit. 


ATTACKS 
Attacks per round: 1 


Fighting 35% (17/7), damage 1D3 + 1D4 
.22 Bolt Action Rifle 40% (20/8), damage 1D6 + 1 
Dodge 3096 (15/6) 


Armour: 1-point greatcoat. 


Sanity Loss: 1/1D6 Sanity points to see the faceless 
soldiers. 


THE FOREST'S EDGE 


If by some chance they escape the advance of 
the faceless soldiers, the passengers find them- 
selves at the edge of the tree line. Ahead of them 
they see only a vast blackness. Far off, almost 
invisible to the eye, can be discerned pinpricks 
of light. Passengers are prevented from step- 
ping through the thick mist into blackness by 
some unseen barrier that repels them. Taking 
a running jump and trying to force one's way 
through results in the character being bounced 
off the barrier—allow a Jump or DEX roll and 
if this is failed, then the character takes 1D4 hit 
points damage from a rough landing. 
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LEAVING THE TRAIN - 
FOLLOWING THE TRAIN TRACK 


Should a passenger attempt to avoid the sol- 
diers and try following the train track either in 
front or behind the train, then they eventually 
come to a train tunnel. The tunnel is dark. Any 
light source used for illumination sends forth 
a sickly pale glow, giving only about 2 feet of 
illumination. The darkness encroaches, thick 
and solid. Eerie sounds, like heavy breath- 
ing or distant sobbing, can be heard although 
no sign of their source is evident (Sanity loss 
0/1). After what could be minutes or hours, 
the passenger(s) come to a brick wall that no 
amount of hammering will knock down. 

If the character(s) tarry at the wall for any 
length of time, Listen rolls detect the approach 
of heavy boots upon the track, coming towards 
them. From out the darkness the faceless sol- 
diers appear, rifles raised, to return the way- 
ward passengers back to the train. 


TURNING ON THE TAPS 


When a character retires to freshen-up, they 
turn on the water taps to find thick blood pour- 
ing out, filling the bowl. Or perhaps taking a 
moment to ponder their situation in the Sa- 
loon Car, they reach for their drink to find that 
instead of a salad garnish, an eyeball floats in 
their beverage (Sanity loss 1/1D4). 


CHECKING THE LUGGAGE 


Perhaps something is needed from their lug- 
gage? Going to the end fourgon they retrieve 
their case. A musty, foul smell seems to per- 
vade the entire carriage. Opening the case they 
find a desiccated human corpse within or, if a 
smaller case, a single desiccated hand (Sanity 
loss 1/1D4). 

Note: the desiccated body (or part) is not 
from one of Milton's victims. 


THE CRYING CHILD 


While on the train, one of the player characters 
hears a child sobbing. On going to investigate, 
they see a small girl standing with her back to- 
wards them at the end of the carriage. The child 
is sobbing with a high-pitched cry. As soon as 
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the character places a hand on the child's shoul- 
der, the child turns around, revealing that she 
has no face (Sanity loss 1/1D4). 


REALIZING THEY ARE TRAPPED 


Keepers should call for Sanity rolls the moment 
that the player characters realize that they are 
trapped in the Other Place (1/1D4). 


THe First MURDERS 


While everyone sleeps and the train is trans- 
ported to the Other Place, Milton becomes 
emboldened by the situation and advances 
his scheme, murdering not one but two of the 
competition winners in a single night. 

Milton changes into the clothing he stole 
from one of the player characters, goes to Gi- 
useppe Roti’s cabin and quietly opens the door 
using the passkey he took from the steward. In- 
side, he swiftly cuts Roti’s throat before the vic- 
tim realises what has happened. Milton then 
proceeds to cut off Roti’s left arm at the shoul- 
der joint, placing it in a suitcase. 

Filled with grim energy and power, Mil- 
ton decides that his dark lord is smiling upon 
him and so decides to move quickly on to vic- 
tim number two, John Walters. Using the pass- 
key, Milton silently creeps into Walter’s sleeping 
compartment and stands over him, grinning. 
Walters begins to wake up and, as he does so, 
Milton repeatedly stabs Walters to death. Final- 
ly, he takes Walters right arm, stowing it with 
Roti’s arm in the suitcase. 

Milton, passing by the unconscious stew- 
ards, then hides the suitcase in the luggage 
fourgon. Lastly, Milton removes his bloodied 
clothes and throws them out of a window at the 
rear end of Car G before returning to his cabin. 


RUNNING Events To THE CONCLUSION 


This scenario now assumes a more freeform ap- 
proach to subsequent events, allowing keepers 
to advance Milton’s plan while also reacting to 
the player characters’ actions. Following are the 
key events that take place during Days-4'and-5; 
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culminating in the showdown with Milton at 
the Shunned Mosque in Istanbul. Keepers are at 
liberty to time events more quickly or slowly as 
a consequence of the player characters reactions 
to the situation, the murders, and other NPCs. 

Milton understands that the train is now 
caught within the Other Place. He also (cor- 
rectly) surmises that he can effect an escape by 
creating a Gate to the Shunned Mosque. Thus, 
he will proceed with his murder plan unless 
stopped by the player characters. Milton is cun- 
ning and insane. He will take advantage of any 
distractions to perform his murders and, if nec- 
essary, target different victims if circumstances 
dictate. Sometime during Day 4, probably after 
he has murdered victim 5, Faustino Gonzaga, 
he will leave the diary to be discovered, ideally 
by player character victim number 6—Milton's 
cruel sense of humor hopes that his victim will 
realize he or she is next! 

Milton will continue to play his role as host, 
looking as dumbfounded as the majority of the 
people on the train as to the current situation. 
At all times he will attempt to distract atten- 
tion away from himself, offering to host party 
games, pour drinks, or listen to the wild specu- 
lations of any of the competition winners. Play- 
er characters who believe they have a reason to 
mistrust or question Milton's facade should at- 
tempt an Extreme Psychology roll in order to 
reveal that Milton is hiding something and that 
he seems to enjoy the whole "trapped in a un- 
known place, surrounded by faceless horrors" 
a little too much. He shrugs off any questions 
or concern from the player characters by feign- 
ing a breakdown, "It's all too much,” and ask- 
ing, through sobbing tears, if he may lay down 
awhile and compose himself, and then he'll an- 
swer any questions put to him. With this, Mil- 
ton will attempt to escape the train and hide out 
in the misty forest (using Dominate or Cloud 
Memory if necessary), returning as needed to 
the train to perform the rest of the murders. 

Should the player characters prove resilient 
and prevent Milton from accomplishing fur- 
ther murders, the keeper is reminded to make 
use of the echoes caused by the Other Place 
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to cause diversions and red herrings, allowing 
Milton to get at his victims with relative impu- 
nity. If necessary, and if Milton's plan is uncov- 
ered early on, Milton will leave the train and 
hide out in the mist and forest, waiting until he 
can effect his next murder and so on. Milton's 
arsenal of spells is formidable and he will make 
use of Dominate, Cloud Memory, Control Skin, 
Melt Flesh, and Send Dreams as required to en- 
sure he gets his victims. Milton's final act will be 
to create a Gate to the Shunned Mosque, leav- 
ing this as a way out for the player characters 
and other people on board the train. It would 
delight him no end to have the remnants of the 
passengers and staff bear witness to his ascen- 
sion to the Meat Simulacrum. 


Day 4 = Monday 2 


September 


The player characters are probably woken up 
by commotion outside their cabins. They can 
hear fellow passengers in states of alarm and 
the voice of at least one of the train’s stewards. 
They also note that the train does not appear to 
be moving. 

Leaving their cabins they join the throng of 
people staring out of the train windows, won- 
dering what has happened. The appearance of 
Rene Violet, the steward, only makes matters 
worse when he exclaims that the rest of the train 
is missing! (See “The Missing Train,” following). 

Vigilant player characters, or perhaps Mil- 
ton (to divert potential attention away from 
himself), will note the absence of Roti and Wal- 
ters (see “Discovering the Murders,” page 155). 


THE Missinc TRAIN 


Those following Rene Violet to the end of the 
salon car can see for themselves that indeed all 
of the carriages in front of the Salon are no lon- 
ger there. 

Going outside to see if the Salon car has 
been decoupled from the rest of the train, the 
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player characters see that the train's connectors 
appeared to have been sheared-off, as if a giant 
knife simply cut them in two. Rene and the oth- 
er train staff have no explanation for this. They 
do their best to remain calm, trying to contact 
the missing portion of the train, OE central of- 
fice, and the local authorities—all to no avail. 
Rene offers to walk up the line to see if 
he can find anything out. He will, reluctant- 
ly, agree to be accompanied by any of the pas- 
sengers if they insist (see "Leaving the Train— 
Following the Train Track,” page 152). 


DiscoveriInc THE Murpers 


Player characters (possibly accompanied by 
Milton) who knock at either of Roti’s or Walters’ 
cabin doors are greeted with silence. Rene and 
the other train staff will not look favorably upon 
anyone attempting to break down the doors 
when their passkeys will easily provide entry. 

Roti lies on his bed within the cabin, blood 
covers his upper body and most of the bed lin- 
en. It is quite evident that his throat has been 
cut. Pulling away the bed linen reveals that his 
left arm is missing (Sanity loss 1/1D3). Every- 
thing else in the cabin appears as expected. The 
window has been left open (perhaps the mur- 
derer’s exit?). 

Walter’s cabin is far worse. Blood streaks 
and splashes cover the walls and floor. The body 
is a mess of stab wounds and, without needing 
to move the bed linen, observers note that Wal- 
ters’ right arm has also been cut off (Sanity loss 
1/1D4). The window is also open, and no sign 
of either of the missing arms can be found. 

Unless one of the player characters is a phy- 
sician, Doctor Fabian Wyss is called to examine 
the bodies of the victims. Wyss prefers to work 
alone, closing the cabin door while he investi- 
gates. After a few moments, Dr. Wyss reappears 
and proceeds to the next victim’s cabin. Short- 
ly he returns, and will confer with either of the 
stewards, Milton (who demands to be involved), 
and any player character who can persuade Wyss 
that they should be included. 
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Dr. Wyss confirms that both Roti and Wal- 
ters have been murdered: Roti by having his 
throat slit and Walters by being stabbed with 
a short knife eleven times (possibly a butterfly 
knife or switchblade). Both victims had their 
left and right arms (respectively) removed post 
mortem. There is little sign of a struggle in Ro- 
tis case. Walters does appear to have put up 
a bit of a fight, perhaps signified by the mul- 
tiple stabbings rather than the "clean cut" re- 
ceived by Roti. Wyss speculates that both mur- 
ders would have taken place last night, between 
02.00 and 06.00 o'clock. 

If questioned further, Dr. Wyss surmises that 
the murderer was right-handed and must have 
been known to both Roti and Walters, as they 
must have granted the murderer access to their 
rooms. If asked about the open windows, Wyss 
is not keen to speculate, although if the train had 
come to a stop, then it is possible the murderer 
exited both scenes by the windows. This would 
make the murderer quite small or slender. 

If either of the cabins is searched by the play- 
er characters, call for Spot Hidden rolls. Success 
reveals the small, red chalk-drawn body parts 
under the victim's beds. If this roll is pushed and 
then failed, the player character inadvertently 
smudges the chalk drawing—they uncover it, 
but they cannot tell what has been written or 
drawn with the chalk. Once one chalk mark has 
been found, no further roll is required to find its 
twin in the other victim's cabin. 


BLOODY CLOTHING 


Call for Spot Hidden rolls for anyone outside 
the train who walks by Sleeper Car G on the 
right hand side. Success means that the bloodied 
shirt thrown away by Milton is found amid the 
scrub on the rail embankment. As the shirt lies 
not-far from the train, it can be surmised that 
whoever left the clothing could have thrown it 
from the window set into the door of Car G. 

If found or shown to the player character 
whose shirt it actually is (previously stolen by 
Milton the day before), it is up to themtofad- 
mit ownership. Allow Psychology rolls tofany- 
one else in attendance if the player character's 
action warrants it. 
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If shown to Dr. Wyss, he will confirm that 
he believes the shirt was worn by the murderer 
and then discarded. 


MURDERS 3,4 AND 5 


During the course of the afternoon, evening 
and night of Day 4, Milton will attempt to mur- 
der three more people: 


> Enzo Banuelos—Left Leg 
>» Oscar Griffin— Right leg 
> Faustino Gonzaga— Torso 


Using the distractions of the situation to allow 
him to be alone with each victim, Milton will 
do his best to provide plausible reasons for “dis- 
appearing’—such as volunteering to explore 
the forest and find help—allowing him plenty 
of time to be away and then wait until he can 
catch a victim alone. Remember, he will be op- 
portunistic if alternative victims present them- 
selves. If necessary, Milton will use Melt Flesh, 
Dominate, and Cloud Memory. 

If he can, Milton will hide body parts in 
the luggage of the fourgon. Failing that, he will 
hide the parts in his room or just away from the 
train in the mist, bushes and trees (aiming to 
collect the part(s) later). 

With the fifth and final murder of the day 
he will leave the diary near to the victim's body 
(see A Vital Clue, following). 


A VITAL CLUE 


As mentioned in “The Diary" (page 130), it is 
assumed that one of the investigators from the 
1923 campaign kept a journal. This diary is now 
found alongside the body of victim number 5 
(probably Faustino Gonzaga). The keeper should 
have determined which of the original investiga- 
tors from the 1923 campaign penned the diary. 
The diary is clearly old, being somewhat 
worn and possibly weather-beaten. Inside the 
front cover is a label marking it as the proper- 
ty of the British Museum with a catalog number. 
Within, the diary provides information about the 
Brothers of the Skin, the Sedefkar Simulacrum, 
Mehmet Makryat, and so on. Keepers should 
briefly recount some of the key exploits and situ- 
ations from their running of the 1923 campaign, 
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MODERN HANDOUT #5 


AAA ANNUAL 
DEAKEST CHANTEL 


MEET ME TODAY AT C——)2M 
IN THE =) 


COME ALONE 


PLEASE FORGIVE 
THE NEED FOR SECKECY 


I PROMISE THAT 
ALL WILL BE KVEALED 


NAN A AN AN A A A A A AN A YA 


as well as point out that the writer made a point 
of stating that they are bequeathing the diary 
and its contents to the British Museum as both a 
warning and an aid for those who might encoun- 
ter the wicked plots of the Brothers of the Skin 
at some future time. The diary also contains the 
words for two spells, both marked as the Ritual of 
Cleansing. In the margin alongside the first ver- 
sion the words "Inaccurate version! This caused 
Makryats spirit to possess “X”—insert player 
character's name according to the actual events 
of the 1923 campaign. 

Of course, if the final events of the campaign 
you ran were different to those expected by this 
scenario, then adjust the contents of the diary as 
necessary. Milton leaves the diary to expose his 
plan, aiming to both distract attention (believing 
that someone of Turkish origin, a member of the 
original Brothers of the Skin, might be consid- 
ered the murderer), and to confound—Milton's 
insanity, by now, is growing to the point where he 
wants to be discovered; he craves the infamy and 
wishes to lead those on the train to his final ma- 
jestic act of transcendence when he will possess 
the Meat Simulacrum. Note that Milton (wrong- 
ly) believes that possessing the Meat Simulacrum 
will make him immortal. 


Wilson CONFRONTS ANTIN 


Unless already exposed, Mark Wilson will re- 
veal himself to be Chantel Antin's stalker dur- 
ing the course of Day 4, confronting her at a 
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MODERN HANDOUT #6 
WaWAWAWWAW WWW zzz Mz zzz 


EXCERPT ONE: 


No man can Stop pre! Lan Prepared . The Ak/o 1S upon me and I Awe the nec- 
essary angles ready. So long! So long L have waited, gathering my resources. 
Za! The DAKK LORD shall find me not wanting. Z shall never break. Never will 
he have misplaced his trust in me. For I and L alone am worthy to craft the 
new Vessel. Gather the pieces and from Blood new blood is made. My excitement 
grows daily but L must contain it. L must work silently, Secretly, in the Shad- 
ows ntl ony paons are on the board. L am their master. So little they know! 
L am the shepherd, gathering the Hock to the Slaughter. They think me rich and 
powerful Lut these are Lut trifles NOW; IE wil/ show Chen all what trite power 
^5 once ^y knife has cut the Hesh and made ready that which no other but me 
can produce. Ta! La! Nylarathotep! Lord of Skin! My Saiour! When the pieces 
are cut trom the fools the blood will How but none will guess my rund. I Awe 
drunk Aea trom the well of ancient wisdom and it iS now y lime. My Cime 
to make the world guake in YIS NAME and YE will know ME. YE will know Ais 
TRUE SEKVANT! The simulacrum reborn! L am the Simulacrum! 


EXCERPT TWO: 


Yes IC IS done. Ad /ast ! No bloodline 1s hidden YFom me. Richmond came through 
with the information about the meddler s family tree! Just as Aw vision de- 
seriged! I have Sent the unworthy descendent a ticked. They Suspect nothing 1 
They coll think themsSel! lucky when in fact L am the master of Aeir luck. EA 
will swour their death rattle and breath deeply. LZ stare into their eyes as the 
lifeblood Hows from the cuts L have made. I will whisperer to them that I 
KNOW! That L know who they are and who their meddling grandparent was and 
that their life is forfeit to the MASTER. L am the hand of revenge and Z will 
cut down those who oppose YIM, “sing their very bodies as tools for PY 
greatest Creation. The wonderful irony! 


EXCERPT THREE: 


The six elements must be Placed in Che alcoves. The order is Precise as Cold in 
My VISION. Right arm in the Second, left arm in the fourth, torso in the third, 
right leg in the BIA, left leg in the sixth. The head must be last and placed in 
the frst. Walters, Koti, Gonzaga, Griffin, Banttelos and then # nally the descen- 
dent! La! WIS servant is clever! The Ceremony ^5 prepared. L have the Dhol 
chants. YE shall bestow great wonders on the Servant. I mest Le ready. I must 
Le worthy lest he deem me false. Never! By my hand I shall carve the elements 
in YIS name and YE WILL KNOW ME! TI will command the rest to tree me 
from ^w Current physical body. By the knife they shall end John Milton and ^M 
essence Shall travel to the new Simulacrum where it shall take residence and 
all power shal/ Le MINE. 
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suitable moment to expound his love for her. 
The keeper should aim to use this event to dis- 
tract attention from Milton, allowing him to 
perform one or two of the planned murders. 

Wilson will attempt to lure Antin to a more 
private location, either on the train or off it, by 
leaving another anonymous letter for her—see 
Modern Handout £5— possibly shoved un- 
der her cabin door during the confusion of the 
morning. The letter is handwritten, asking An- 
tin to meet at a specified location later that day/ 
evening—as determined by the keeper. 

Depending on the support she has so far re- 
ceived from the player character from whom 
she requested help, Antin will either go alone 
or, more probably, ask that the player character 
accompanies her as back-up—Antin suggesting 
that the player character waits unseen until the 
stalker makes an appearance. 

At the allotted time and place, Wilson ap- 
proaches Antin. He gives a broad smile and 
stares at his object of desire saying, “So now 
you know. I love you!" Wilson goes to kiss An- 
tin, who quickly backs away saying, ^Who are 
you?! To write such horrible things to me. To 
make my life a living hell!" 

Wilson, looking crestfallen, replies, "I'm 
sorry. My emotions have been in turmoil. For- 
give me and my hot head! Don’t you see that 
I'm the only man for you. The only one who 
can love you as you deserve?!" 

“How could I ever love a man like you! You 
pig! You need to be locked up!” 

With this Wilson grows suddenly dark, 
pulling out his knife and brandishing it threat- 
eningly. Antin responds by drawing her derrin- 
ger and firing at Wilson, point-blank, causing 6 
hit points of damage. Wilson screams and, un- 
less tackled by the player character or another, 
runs away—out of the nearest train door into 
the forest. The commotion draws the attention 
of anyone close by who quickly runs to see what 
has happened. 

If Wilson escapes, he hides out in the forest 
trying to avoid the faceless soldiers. A few pos- 
sibilities exist: 
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> Wilson is tracked down and captured. 
In this event, he will be confined to his 
cabin until such a time as ‘normality’ 
resumes. If opportunity allows, Milton will 
quietly use his passkey to open Wilson's 
door and murder him (perhaps using 
Melt Flesh to close-up Wilson's mouth 
and ensure that no screams are heard). 


> Wilson returns and attempts to murder 
Antin (if he can't have her, then nobody 
can!)—he hides outside of the train and 
waits, creeping back aboard to try and kill 
Antin and anyone who gets in his way. 


> Wilson becomes a victim of Milton— 
Milton, ever the opportunist, finds Wilson 
and murders him, checking a new body 
part off his shopping list. In this event, 
Milton may contrive to call attention 
to the body, perhaps throwing his voice 
and calling out "Murder!" so that he can 
draw some people away from the train, 
allowing him to either pick one of them 
off in the forest, or doubling back to a less 
crowded train to find his next victim. 


INVESTIGATING THE MURDERER 


The player characters may wish to conduct 
searches of the train, particularly of the pas- 
sengers sleeping cabins. No one is happy about 
this. Many will become angry and indignant 
at the supposition that they are the murderer, 
with arguments and possibly fists flying. On 
whose authority are they acting? After all, any- 
one could be the murderer! 

The use of Persuade, Charm and Intimi- 
date skills are likely to be needed, depending 
on who is being spoken to. One of the stewards 
will demand to be involved as an official of the 
OE company. 

If a search goes ahead, Milton may try to 
use it to distract attention away from himself, 
or at least confuse matters. While a search is 
being conducted he will either use Dominate 
to command another passenger to hide his 
switchblade in their cabin, or simply (if no one 
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is looking) use his passkey to toss the knife into 
another's room. 

Once cabin searches begin, Milton will 
know he has little time to act. When the search 
starts, he will try to clear his journal, knives, and 
chalk from his cabin—either carrying them on 
his person or throwing them out of a window 
until he can reclaim them. If, by some chance 
Milton is unable to point the finger of blame 
at another before his cabin is searched, then he 
knows the game is up. He will quickly disappear 
off the train (taking the suitcase of body parts 
with him if able), and hide out in the forest, re- 
turning as necessary to complete the murders. 

If Milton is able to clear his cabin before 
it is searched—there is nothing in there to in- 
criminate him. The only odd thing, requiring 
an Extreme Spot Hidden roll (unless specifi- 
cally specified by a player character who states 
they are looking under the bed, thus no roll re- 
quired), are a series of lines drawn in chalk un- 
der Milton's bed. If Milton is still getting away 
with feigning his tour guide routine, he will 
act surprised and, if the chalk drawings under 
the victim's beds have already been discovered, 
conjecture aloud if the squiggles mean that he's 
the murderer's next victim. 

If Milton is unable to clear his cabin—the 
following things can be found: 


Milton's Journal: containing the ravings of 
a mad man, the journal describes his worship 
of Nyarlathotep, his research into the events of 
1923, his research into tracing the ancestry of the 
original 1920s player characters, and schemat- 
ics for the Meat Simulacrum. Lastly, the journal 
contains his versions of the Ritual of Cleansing, 
the Ritual of Enactment, and the Create Gate 
spell. Note that within the journal, in the sec- 
tion entitled Ritual of Enactment, Milton has 
written that his physical body must be sacrificed 
to activate the Meat Simulacrum and power the 
ritual—see Modern Handout #6. 


It will take approximately 1D6+2 hours to deci- 
pher the tightly written handwriting and skim- 
read through the journal. It costs 1D6 Sanity 
points for reading the journal and rewards the 
reader with +03% Cthulhu Mythos skill. 
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Shrewd players may deduce that with the Create 
Gate spell in Milton’s journal they may have a way 
out from the Other Place. Certainly, this is a pos- 
sibility and requires the player characters to learn 
and cast the spell. If such events conspire to take 
place, then the keeper should try to rapidly accel- 
erate Milton’s progress. As soon as he realizes his 
journal is in another’s hands, he knows that po- 
tentially his time is limited and so will go all out to 
obtain whatever body parts he needs for the Meat 
Simulacrum. His shopping list of intended victims 
thrown away, anyone is now a viable target. 


To learn the Create Gate spell within Milton’s jour- 
nal, the character concerned must spend 1D6+2 
hours understanding the geometry and cosmic 
formulae, and then make a Hard INT roll. Note 
that this roll may be pushed if the character can 
justify it (with a suitable Sanity point loss if the 
pushed roll is also failed). 
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Stolen Shirts: Only the player characters from 
which these were stolen will be able to notice 
(Spot Hidden roll) that their missing shirts are 
in Milton's cabin. 


Spell Components: A copper bowl, etched with 
strange symbols (successful Cthulhu Mythos 
skill roll will confirm they are Mythos in ori- 
gin); a packet of foul smelling herbs (which 
may be, wrongfully, determined to marijuana); 
a piece of used, red chalk. 


Villon Captured? 


Should events transpire that the player characters 
are able to capture Milton, or if a point arrives 
where they are close to killing him, Milton will 
cease efforts to resist, saying that if they ever want 
to leave this place they need him. Otherwise ev- 
eryone will be trapped here forever. 

Attempting to bargain, Milton will try to/per- 
suade the player characters that only he knows 
how to leave the Other Place (which he-does; by 
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using the Gate spell). Of course he will 
not mention that the spell is written in 
his journal. He offers that he will let ev- 
eryone go if they agree to one request, 
namely that X people sacrifice them- 
selves for the good of the rest (X being 
the number of body parts Milton still re- 
quires). 

If the deal is dismissed, Milton will 
concoct whatever ploys he needs to keep 
him alive and buy him time to escape. It 
is up to player characters whether they 
choose to accede to Milton's terrible re- 
quest in order to save the rest of the pas- 
sengers, or whether they are prepared to 
be trapped forever in the Other Place. 


Day Fs Tuesday 3 


September 


For those able to sleep, they awake to find that they 
are still trapped in the nightmares of the Other 
Place. The keeper should drive this day’s events 
towards the climax in the Shunned Mosque. Mil- 
ton has but one more body part to acquire—the 
head of one of the player characters. 


VicTM 6 


While the murder of one of the player charac- 
ters is meant to drive home the horror of the 
situation, if the keeper prefers, a different vic- 
tim could be chosen: Antonio Abella (aka An- 
gelo Minotti) being a suitable replacement. 
Milton will stalk his final victim, using 
whatever is at his disposal, to be alone with 
them. If Milton has not yet been uncovered he 
will approach the intended victim, stating that 
he has just seen something that looked like a 
helicopter outside the train—if the two of them 
are quick they might be able to signal it! Hope- 
fully, the intended victim buys this story (or 
another of the keeper's choosing) and goes off 
with him. Milton will then use either a knife or 
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The Shunned Mosque 


his Dominate spell to dispose of the victim and 
thereby gain their head. 

If the victim is a player character, allow 
them appropriate rolls to avoid being mur- 
dered. Fair’s fair after all! If Milton is repelled 
and feels he has bitten off more than he can 
chew, he will try to escape and find another vic- 
tim as quickly as possible. 

Should the player character die, allow the 
player to take another character from the avail- 
able NPCs. If the player characters’ body is sub- 
sequently discovered, the Sanity loss for view- 
ing the headless corpse is 1/1D4+1. 


MILTON Creates THE GATE 


With all six body parts, Milton’s task is nearly 
ended. All he has to do now is to connect to the 
Gate he has prepared and take himself and the 
body parts through to the Shunned Mosque. He 
requires one hour to cast the Gate spell, and is 
wants to do this without being caught, and so 
he prays to Nyarlathotep for aid. He takes the 
body parts to the train tunnel (see “Leaving the 
Train—Following the Train Track,” page 152) 
and, as he begins the spell, six of the faceless sol- 
diers appear out of the mist to guard him against 
intervention by inquisitive player characters. 
When the spell is complete, Milton sends 
the soldiers away (unless he has already been 
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found out, in which case the soldiers are prob- 
ably fighting off advances by the player charac- 
ters) and begins to loudly cry out, saying: 

"Come and see! Follow me! The new dawn 
awaits!" 

He'll keep shouting until he sees the passen- 
gers heading towards him. Then he will jump 
through the Gate with the body parts. He in- 
tends that that least some of the passengers fol- 
low him and thereby *help' him perform the 
Ritual of Enactment. 

Whether the player characters follow him 
through the twisting, squirming patterns 
drawn on the tunnel wall is, of course, up to 
them. If they don't the Gate will close in 1D4 
hours, leaving them stranded forever in the 
Other Place. Of course, if they have already 
managed to obtain Milton's journal then all is 
not lost and they may be able to free themselves 
by creating their own Gate. 

If the player characters are hesitant to jump 
through the Gate, have one or two of the re- 
maining NPCs lead the way, saying that they'd 
rather take their chance than be stranded in 
this grey nightmare forever. Hopefully this will 
be enough to persuade the player characters to 
take the risk and follow Milton. 


SHoVDowN AAT THE SHUNNED Mosque 


By the time the player characters journey through 
the Gate, Milton will have begun the Ritual of 
Enactment. The passengers each lose two magic 
points for using the Gate and arrive at 3 am in 
the Main Hall of the Shunned Mosque. 


THE SHUNNED MOSQUE 


Attitudes and time have not looked favorably 
upon the Red Mosque, which is still known to 
locals as the Shunned Mosque. Since the events 
of 1923 the mosque has seen little use, remain- 
ing a haunt of outsiders, waifs and criminals. By 
the late 1920s the mosque had been closed down 
by Mustafa Kemal Atatiirk and never became 
part of the ongoing restoration of the city and 
country. While during the 1940s and early 1950s, 
the rest of Istanbul underwent great structural 
change, with the construction of new public 


Book 4 


Inside the Hagia Sofia, in Istanbul 


squares, boulevards, and a general drive towards 
modern splendor, the Shunned Mosque persist- 
ed in its decrepitude, boarded-up and forgotten. 
Shunned in name and in nature, it remains a 
foul blot within the otherwise picturesque land- 
scape of Istanbul. 

In recent memory, the only person who has 
taken an interest in the mosque has been John 
Milton. Last year he began negotiations to pur- 
chase the building, proposing to repurpose the 
site as a luxury hotel. The city officials quickly 
warmed to Milton’s plans as they hoped the reno- 
vation would finally eradicate the site’s less-than- 
pleasant reputation. Early this year, a deal was 
struck and John Milton now owns the Shunned 
Mosque. Despite a desire for speed from the city 
officials, Milton has been slow to begin the reno- 
vation work, claiming that the delay is due to ar- 
chitectural planning. So far the city has bought 
Milton’s lies. In reality, Milton wanted the mosque 
“as is”, given its importance to the worship of his 
master, The Skinless One, Nyarlathotep. He con- 
siders it fitting that his ceremony for the activa- 
tion of the Meat Simulacrum should take place 
within the mosque’s central chamber. 

Entering through the Gate, the passengers 
are greeted with a thick darkness, sparsely illu- 
minated by a ring of burning torches resting in 
age-worn and mangled iron wall brackets. The 
few existing windows are boarded up, making 
it impossible to tell whether it is day or night. 
What is left of the once-red carpets is a-thread- 
bare patchwork of brown-stained materials. 
Dirt and dust cover every ledge. The smell of 
dust and decay is choking. 

Under the great dome a single stone column 
stands with six niches carved within it. In the 
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niches rest the six grisly body parts taken from 
Milton's victims. In the niche directly in front 
of the passengers is the dead-eyed head of the 
six and final victim. Call for Sanity checks if the 
sixth victim's body had not previously been dis- 
covered (Sanity loss 1/1D4+1). 

Before them stands John Milton. Blood 
spills out of a vicious wound to his chest, and 
a large knife is held firmly in his right hand. He 
stands within a circle that seems to have been 
created from his own blood. 


THE RITUAL OF ENACTMENT 


Milton sinks to his knees, throws the knife to the 
floor and calls out to the passengers, "See before 
you—my work! I alone am responsible and now 
I have accomplished my great task to the glory of 
my master. I submit to your justice! Do as I have 
done and exact your revenge!" 

Milton wants to be killed and will do all he 
can to goad the passengers into killing him, and 
so activate the Ritual of Enactment. If no one 
comes forward, Milton will try to Dominate a 
player character, commanding them to kill him. 
Should this fail he has no recourse other than to 
commit suicide and trust that this activates the 
Meat Simulacrum, taking his knife from the floor 
and ramming it up through his throat (Sanity 
loss 0/1). 

If killed or allowed to kill himself, the spell 
takes effect and Milton's spirit takes possession 
of the Meat Simulacrum (see ^The Meat Simula- 
crum; following). 

If the passengers stay their hands and Milton 
is somehow prevented from committing suicide, 
the player characters have won the day and foiled 
Milton's plan. He wails inconsolably, crying out 
and begging forgiveness, asking that his master 
come to take him. Thus, once handed over to the 
authorities, his murders exposed, he will spend 
his days crying in a prison cell until who-knows- 
what fate awaits him. 


THE MEAT SIMULACRUM 


Milton's body crumples to the floor. The ritual 
performed, his unseen spirit calls forth the ele- 
ments of the Meat Simulacrum. Each body part 
rises as if heled by invisible hands, floating to- 
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wards the blood circle around Milton's body. The 
torso first, then the legs and arms, and finally the 
head join together like a gruesome puppet show. 
The Meat Simulacrum stands complete. Wit- 
nesses should make Sanity rolls (1/1D6) as the 
dead meat locks together and the eyelids open 
to reveal black pits where once were human eyes. 

If the player characters act quickly they may 
yet confound Milton's scheme. If they can pre- 
vent the body parts from joining, destroying 
them in the process, then Milton’s spirit cannot 
complete its journey into the Meat Simulacrum, 
and is lost to oblivion. Allow the player charac- 
ters one attempt each to grab a body part (Fight- 
ing roll although exceedingly kind keepers 
might allow a regular DEX roll). Only one part 
needs to be grabbed and then destroyed (burnt, 
squashed, or squished) in order to prevent the 
activation of the Meat Simulacrum. 


MEAT SIMULACRUM, 
Servant of Nyarlathotep 


The statistics given here show the Meat Simulacrum at 
‘low power as Milton's spirit has not yet attained full 
mastery of its potential power and abilities. Should the 
Meat Simulacrum be encountered at some future date, 
its abilities should be considerably improved. 


STR 90 CON 80 SIZ 80 INT 90 
POW 40  DEX65 


Build: +2 Move:8  HP:16 


Damage Bonus: +1D6 
Magic Points: 5 (15) 


SPECIAL POWERS 


Disguise: Ability to assume the identity of another hu- 
man by donning the skin of that person. This confers the 
voice and walk of that person, but not his or her skills 
and memories. All statistics remain the same, except for 
APP and SIZ, which conform to those of the new body. 
The Meat Simulacrum cannot wear any skin more than 
once, once changed the old skin is no longer wearable, 
though it is perhaps identifiable. 


Spells: Cloud Memory, Contact Nyarlathotep, Control 
Skin, Create Gate, Dominate, Melt Flesh, Ritual 
of Cleansing, Ritual of Enactment, Send Dreams, 
Call The Skinless One (without needing the usual 
sacrifices). 


ATTACKS 
Attacks per round: 2 
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May attack with hands and feet, and may use a weapon. 


Fighting 45% (22/9), damage 1D6 + 1D6 
Large Knife 45% (22/9), damage 1D8 + 1D6 
Dodge 32% (16/6) 


Armor: 5-point armour against kinetic attacks. 


Sanity Loss: 1/1D6 Sanity points to see the Meat Simu- 
lacrum in its original, undisguised form. 


Possibilities 


If Milton’s plan works and his spirit inhabits the 
Meat Simulacrum, then the player characters 
may attempt to fight it or flee. The Meat Sim- 
ulacrum will attack any and all in the mosque, 
seeing their deaths as a fitting tribute. Note that 
Milton’s spirit is not yet in full command of the 
Simulacrum's potential power and abilities, and 
so the creature's attacks are limited. If wounded 
and reduced to half or fewer hit points, it will 
attempt to flee if able, perhaps one day to return 
and seek revenge. 

There are a number of ways in which this 
scenario may end. Worst case, the player char- 
acters and the rest of the passengers never leave 
the Other Place, forever cursed to relive horrible 
echoes from the history of the Orient Express. 
Perhaps they escape the Other Place but fail to 
stop Milton donning the Meat Simulacrum, and 
fail to prevent it escaping into the Istanbul night. 
Ideally, they thwart Milton, either by preventing 
the Meat Simulacrum’s activation or destroying 
it through force. 

Note that Milton's Gate remains active for up 
to 1D4 hours from the point that the player char- 
acters travel through it to the Shunned Mosque. 
Quick thinking passengers might use the Gate 
to dispose of the Meat Simulacrum's remains or 
any other potentially incriminating evidence. 


CONCLUSION 


With Milton and the Meat Simulacrum either 
defeated or having escaped, the player characters 
emerge from the dank darkness of the Shunned 
Mosque into the pre-dawn of Istanbul. From 
around the city the cries of the Fajr call to prayer 
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can be heard. The city is waking and a new dawn 
beckons. 

How the player characters explain their pres- 
ence in the Shunned Mosque, or Istanbul for that 
matter, is of course up to them. The police will 
respond if called, searching the Shunned Mosque 
and perhaps finding either Milton's corpse, a col- 
lection of bloody body parts, or a freakish mon- 
ster looking like some lunatic’s recreation of 
Frankenstein s monster. Questions and state- 
ments will be taken by the police, and concerned 
representatives from the Orient Express will try 
to uncover where the missing half of their train 
is. However, eventually the Orient Express pas- 
sengers will be allowed to go and their respective 
embassies will arrange for their return home. In 
time, city officials will tear up Milton's contract 
and the Shunned Mosque will finally be torn 
down. Yet despite a new investor building a hotel 
in place of the mosque, the site remains an evil 
place for the locals. 

Should Milton's plan have reached fruition, 
his spirit ensconced within the Meat Simula- 
crum, keepers may wish to bring the horror back 
at some future point. Who knows what ‘Milton’ 
will get up to and who he will appear to be once 
he gains mastery over his new body? Perhaps he 
forms a revived Brothers of the Skin? Perhaps he 
will seek revenge on those who tried to stop him? 


REWARDS 


Apply the following rewards dependent on the 
outcome of the scenario as follows: 


Preventing Milton from completing all 

six murders + 1D6 SAN 
Preventing Milton killing himself and 

completing the Ritual of Enactment + 1D6 SAN 
Preventing the body parts from joining + 1D4 SAN 
to become the Meat Simulacrum 


Capturing Milton and handing him +IDASAN 
over to the authorities 

Destroying the activated + 1D6 SAN 
Meat Simulacrum 

Saving Chantel Antin from her stalker, 

Mark Wilson FINA 
Uncovering Angelo Minotti and | + 1D4 SAN 
handing him over to the authorities 
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Non~PLAyer CHARACTERS 


LUX-VISTA COMPETITION WINNERS 


GIUSEPPE ROTI, Age 28, Italian Banker 
(Victim 1—Left Arm) 


STR 50 CON 70 SIZ 40 INT 70 
POW 60  DEX50  APP60 EDU 65 
Sanity 60 Buildü Move9 HP11 


Damage Bonus: 0 


Brawl 40% (20/8), damage 1D3 


Dodge 35% (17/7) 


Skills: Accounting: 65%, Charm 50%, Credit Rating 
45%, Diving 40%, First Aid 40%, History 20%, In- 
timidate 30%, Law 30%, Listen 30%, Navigate 50%, 
Persuade 40%, Spot Hidden 30%. 


Languages: Italian (own) 70%, English 40%, Spanish 
60%. 


BACKSTORY: 


Personal Description — Thick, dark hair, tailored suit, 
highly polished shoes. 


Traits — Punctual and likes to get to the point quickly. 


JOHN WALTERS, Age 20, English University 
Student (Victim 2—Right Arm) 


STR 50 CON 50 5SIZ35  INT85 
POW 50 DEX70 APP 70 EDU 75 
Sanity 50 BuildO Move9 HP8 


Damage Bonus: 0 


Brawl 25% (12/5), damage 1D3 


Dodge 35% (17/7) 


Skills: Charm 20%, Climb 40%, Computer Use 25%, 
Credit Rating 20%, Electrical Repair 20%, History 
20%, Jump 40%, Library Use 50%, Listen 30%, 
Natural World 40%, Navigate 30%, Persuade 30%, 
Psychology 20%, Science (Chemistry) 50%, (Math- 
ematics) 40%, (Physics) 30%, Spot Hidden 25%, 
Swim 50%, Throw 45%. 


Languages: English (own) 85%, French 50%. 
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NPC Key 


For each character the combat line is comprised 
of: 


Weapon/Type of Attack Regular skill % (half 
skill % / fifth skill %), 
damage roll + damage 
bonus (if any) 


e.g. Brawl 25% (12/5), damage 


1D3 + 1D4 


Brawl skill should be used as the generic fighting 
skill for purposes of fighting maneuvers. 
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BACKSTORY: 


Personal Description — Slender build, ill-fitting suit, 
glasses and long hair. 


Traits — Always late, daydreams a lot. 


ENZO BANUELOS, Age 38, Spanish Postal 
Worker (Victim 3—Left Leg) 


STR 70 CON 65 SIZ55 INT 60 
POW 65 DEX50 APP40 EDU55 
Sanity 65 Build+1 Move8 HP 12 


Damage Bonus: +1D4 


Brawl 30% (15/6), damage 1D3 + 1D4 


Dodge 25% (12/5) 


Skills: Art/Craft (Sing) 55%, Charm 60%, Credit Rat- 
ing 30%, Drive Auto 40%, Firearm (Rifle/Shotgun) 
40%, Listen 40%, Mechanical Repair 35%, Navigate 
40%, Occult 20%, Operate Heavy Machinery 40%, 
Persuade 30%, Spot Hidden 50%, Stealth 25%. 


Languages: Spanish (own) 60%, Italian 10%. 
BACKSTORY: 


Personal Description — Broad shouldered, receding hair, 
large moustache, big smile. 


Traits — Generous and kind hearted. 
Phobias & Manias — Fear of spiders. 
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OSCAR GRIFFIN, Age 24, American Store 
Assistant (Victim 4—Right Leg) 


STR 60 CON60 SIZ 50 INT 75 
POW 45  DEX85 APP 80 EDU 65 
Sanity 45 Build 0 Move9 HP11 


Damage Bonus: 0 


Brawl 4096 (20/8), damage 1D3 


Dodge 45% (22/8) 


Skills: Accounting 1596, Art/Craft (Photography) 3096, 
Charm 2596, Climb 4096, Credit Rating 2096, Elec- 
trical Repair 3096, Fast Talk 7096, Firearm (Hand- 
gun) 30%, Firearm (Rifle/Shotgun) 50%, First Aid 
4096, Law 1096, Listen 6096, Mechanical Repair 4096, 
Sleight of Hand 40%, Spot Hidden 30%, Stealth 
3596. 


Languages: English (own) 7596. 
BACKSTORY: 


Personal Description — Boyish good looks, blond hair, 
blue eyes. 


Traits — Always smiling and happy to start a conversa- 
tion with anyone (loves talking about sci-fi films). 


FAUSTINO GONZAGA, Age 44, Venetian 
Cook (Victim 5—Torso) 


STR 80 CON 40 SIZ85 INT 65 
POW 40  DEX45  APP50 EDU 65 
Sanity 40 Build+2 Move7 HP 12 


Damage Bonus: +1D6 


Brawl 60% (30/12), damage 1D3 + 1D6 
Kitchen Knife* 60% (30/12), damage 1D4 + 2 + 1D6 
Dodge 2596 (12/5) 


*Gonzaga does not carry a knife, however he might obtain 
one from the train's kitchen. 

Skills: Accounting 2096, Appraise (Meat) 4596, Art/Craft 
(Butchery) 7096, Art/Craft (Cookery) 6096, Charm 
2596, Credit Rating 3096, Intimidate 6096, Natural 
World 5096, Occult 2096, Psychology 3096, Spot Hid- 
den 4096. 

Languages: Italian (own) 65%, French 30%, English 
0596. 


BACKSTORY: 


Personal Description — Large, corpulent, almost bald, 
perspires a lot. 


Traits — Reticent, quick to anger. 
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Injuries & Scars — Missing ends of fingers on left hand 
(cooking accident). 


ANTONIO ABELLA (AKA Angelo Mi- 
notti), Age 26, Italian Legal Assistant 


STR 40 CON 80 SIZ30 INT 60 
POW60  DEX70 APP90 EDU 70 
Sanity 54 Build-1 Move9 HP11 


Damage Bonus: -1 


Brawl 30% (15/6), damage 1D3- 1 


Dodge 35% (17/7) 


Skills: Accounting 3596, Charm 5096, Credit Rating 
20%, First Aid 45%, History 35%, Jump 30%, Law 
6096, Library Use 5096, Listen 3096, Navigate 3096, 
Persuade 30%, Psychology 30%, Spot Hidden 40%, 
Stealth 40%, Throw 35%. 

Languages: Italian (own) 60%, Serbian 20%, English 
2096. 


BACKSTORY: 


Personal Description — Handsome, brown eyes and win- 
ning smile. 


Traits — Restless, fidgets a lot. 


OTHER PASSENGERS 


CHANTEL ANTIN, Age 23, 
French Fashion Model 

STR 30 CON 60 SIZ 40 INT 80 
POWS50  DEX90 APP 80 EDU 70 
Sanity 50 Build-1 Move8 HP 10 


Damage Bonus: -1 


Brawl 2596 (12/5), damage 1D3- 1 


.25 Derringer 3596 (17/7), damage 1D6 (1 bullet) 
Dodge 4596 (22/9) 


Skills: Art/Craft (Modelling) 9096, Charm 8096, Credit 
Rating 6896, Disguise 4096, Listen 4096, Persuade 
4096, Psychology 359^, Stealth 4096. 


Languages: French (own) 80%, English 7096; Italian 
5096. 
BACKSTORY: 


Personal Description — Slender, long blond hair, exqui- 
site make-up, attractive. 


Traits — Give personal presentation the highest priority. 
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HENRI GUILLEMETTE, Age 52, 


French Business Director 


STR 65 CON 50 SIZ75 INT 80 
POW 50  DEX40 APP 40 EDU 80 
Sanity 50 Build+1 Move7 HP 13 


Damage Bonus: +1D4 


Brawl 40% (20/8), damage 1D3 + 1D4 


Dodge 20% (10/4) 


Skills: Accounting 70%, Appraise 40%, Art/Craft (Sing) 
40%, Charm 40%, Credit Rating 73%, Electronics 30%, 
Fast Talk 40%, Firearms (Rifle/Shotgun) 40%, History 
30%, Intimidate 50%, Law 10%, Mechanical Repair 
20%, Persuade 60%, Spot Hidden 50%, Stealth 35%. 

Languages: French (own) 80%, English 50%, Italian 
20%, Japanese 20%. 


BACKSTORY: 


Personal Description — White haired, fashionable and 
manicured. 


Traits — Cruel, overconfident, and a coward. 


MeRISSA OCANA, Age 39, Spanish Painter 


STR 60 CON90 SIZ60 INT 65 
POW70  DEX40 APP55  EDU 60 
Sanity 70 BuildO  Move8 HP15 


Damage Bonus: 0 


Brawl 25% (12/5), damage 1D3 


Dodge 20% (10/4) 


Skills: Appraise (Art) 50%, Art/Craft (Fine Art) 80%, 
Art/Craft (Photography) 30%, Credit Rating 62%, 
Listen 3096, Natural World 4096, Occult 4096, Per- 
suade 30%, Spot Hidden 50%, Stealth 30%. 


Languages: Spanish (own) 65%, French 30%, English 
1096. 


BACKSTORY: 


Personal Description — Plain looking, glasses. Wears 
flowing Asiatic clothing. 


Traits — Inquisitive. 
Injuries & Scars — 2” long scar running down left side of 
face. 


WANDA ZEIGLER, Age 38, American 
Charity Director 


STR 70 CON60 SIZ55  INT85 
POWS80  DEX60  APP65  EDU 85 
Sanity 80 Buildi  Move9 HPI11 
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Damage Bonus: +1D4 


Brawl 25% (12/5), damage 1D3 + 1D4 


Dodge 30% (15/6) 


Skills: Accounting 30%, Appraise (Art) 40%, Charm 
60%, Credit Rating 66%, First Aid 40%, Law 40%, 
Mechanical Repair 25%, Natural World 40%, Per- 
suade 50%, Psychology 30%. 


Languages: English (own) 85%, Spanish 60%, Yiddish 
50%. 

BACKSTORY: 

Personal Description — Curly blond hair, glasses, pierc- 
ing eyes. 

Traits — Business-like, very direct. 


LARS FARBER, Age 47, German Engineer 


STR 55 CON 45 SIZ65 INT 80 
POW 50  DEX60 APP 65 EDU 90 
Sanity 50 Build 0 Move7 HP11 


Damage Bonus: 0 


Brawl 5096 (15/6), damage 1D3 


Dodge 30% (15/6) 


Skills: Art/Craft (Technical Design) 8096, Credit Rating 
6996, Electrical Repair 4096, Firearm (Rifle/Shotgun) 
3096, Mechanical Repair 7096, Operate Heavy Ma- 
chinery 4096, Persuade 4096, Science (Mathematics) 
6096, (Physics) 5096. 


Languages: German (own) 8096, English 6096, Dutch 
4096. 


BACKSTORY: 


Personal Description — Slender, short-cropped hair, 
wine stain birthmark on face. 


Traits — Unassuming, eager to make friends. 


MARK WILSON, Age 28, Australian Invest- 


ment Fund Manager 


STR 40 CON 80 SIZ30 INT 60 
POW 30  DEX70 APP 90 EDU 70 
Sanity 22 Build -1 Move9 HP11 
Damage Bonus: -1 


Brawl 30% (15/6), damage 1D3 — 1 
Sheath Knife 30% (15/6), damage 1D4+ 2-1 
Dodge 35906 (17/7) 


Skills: Accounting 4096, Charm 4096, Computer Use 
60%, Credit Rating 57%, Intimidate 3596, Law 20%, 
Listen 3096, Mechanical Repair 2096, Natural World 


Horror on the Orient Express 


CONSTANTINOPLE & CONSEQUENCES 


40%, Psychology 30%, Survival (Outback) 20%, 
Spot Hidden 30%, Stealth 70%, Throw 50%, Write 
Offensive Letters/Emails 90%. 


Languages: English (own) 70%, French 30%, Japanese 
2096. 


BACKSTORY: 


Personal Description — Tanned, rake-thin, blue eyed, 
turns all the ladies' heads. 


Traits — Appears very casual and easy going. Stalker of 
Chantel Antin. 


FABIAN WYSS, Age 58, 


Swiss Plastic Surgeon 


STR 30 CONS50 SIZ90 INT 80 
POW60  DEX30 APP 50 EDU 90 
Sanity 60 Build 0 Move7 HP 14 


Damage Bonus: 0 


Brawl 2596 (12/5), damage 1D3 


Dodge 1596 (7/3) 


Skills: Art/Craft (Plastic Surgery) 7096, Charm 3096, 
Credit Rating 6796, First Aid 5096, Law 2096, Library 
Use 35%, Listen 30%, Medicine 8096, Natural World 
2096, Persuade 40%, Psychology 30%, Spot Hidden 
45%, Science (Biology) 30%, (Chemistry) 20%. 

Languages: German (own) 9096, French 8096, Dutch 
40%, English 30%. 


BACKSTORY: 


Personal Description — Receding hairline, short in stat- 
ure, large in girth. 


Traits - Calm and measured. 


TRAIN STAFF 
RENE VIOLET, Age 26, 
French OE Steward 
STR 60 CON 70  SIZ60 INT 70 
POW 40 DEX60 APP 70 EDU 70 
Sanity 40 Build 0 Move8 HP 13 


Damage Bonus: 0 


Brawl 3596 (17/7), damage 1D3 


Dodge 3096 (15/6) 


Skills: Charm 50%, Climb 30%, First Aid 40%, Listen 
5096, Mechanical Repair 2096, Natural Wold 2096, 
Navigate 3096, Persuade 3096, Psychology 4096, Spot 
Hidden 30%, Stealth 30%. 
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Languages: French (own) 7096, Italian 5096, English 5096. 
BACKSTORY: 


Personal Description — Slim, well-pressed uniform, with 
licked-back hair and a pencil-thin moustache. 


Traits — Unflappable and incredibly patient. 
NOTES: 


Rene Violet is a romantic at heart. Having grown up on 
the outskirts of Paris, he has always had a love of Euro- 
pean cities. His job with the OE is as near to perfect as 
possible. Violet loves meeting glamorous travelers and 
making up stories in his head about their intriguing lives. 
He will do his best to ensure his passengers encounter no 
difficulties while on board the train and go out of his way 
for those who are friendly and well meaning. 


THE MURDERER 


JOHN MILTON, Age 32, Owner of Lux-Vis- 
ta and devoted worshipper of Nyarlathotep 


STR 85 CON70 SIZ 65 INT 90 
POW 90 DEX 60 APP 70 EDU 65 
Sanity 00 Build: -1 Move: 8 HP: 13 
Damage Bonus: +1D4 

Magic Points: 15 


Brawl 70% (35/14), damage 1D3 + 1D4 


Large Meat Cleaver 70% (35/14), damage 1D8 + 1D4 


Switchblade 70% (35/14), damage 1D4 + 1D4 


.38 Auto 55% (27/11), damage 1D10 


Dodge 40% (20/8) 


Skills: Accounting 30%, Act Likeable 90%, Charm 60%, 
Computer Use 85%, Credit Rating 99%, Cthulhu 
Mythos 26%, Disguise 40%, Drive Auto 60%, Fast 
Talk 60%, History 30%, Intimidate 40%, Listen 87%, 
Library Use 55%, Occult 40%, Persuade 60%, 


Spells: Cloud Memory, Contact Nyarlathotep, Control 
Skin, Create Gate, Dominate, Melt Flesh, Ritual of 
Cleansing, Ritual of Enactment, Send Dreams. 


BACKSTORY: 


Personal Description — Slim, 5' 10" tall, shoulder length 
mousy brown hair, with a well-tailored suit. 


Traits — A constant smile and air of affability (masking 
ruthless, cunning and insane mind). 
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CLOUD MEMORY 

Cost: 1D6 magic points. 
Casting time: Instantaneous. 
Opposed POW roll with target. 


Blocks the targets ability to con- 
sciously remember one specific 
event. 


Caster must be able to see the target 
and the target must be able to re- 
ceive the caster's instructions. 


CONTROL SKIN 
Cost: 5 magic points per body area. 
Casting time: 30 minutes. 


Caster may meld, bend and alter the 
skin of one general body area per 
casting. 


May cast the spell upon himself, or 
upon another (opposed POW roll 
with the target)—unless the target 
is willing. 

Effect lasts approximately an hour. 


CREATE GATE 


Cost 5 POW (traveling from 
the Other Place to the Shunned 
Mosque), 2 magic points to use. 


Casting time: 5 hours. 


Milton has prepared a Gate at the 
Shunned Mosque and now only 
needs to connect to it from the 
train, a procedure that will take him 
1 hour. 


DOMINATE 

Cost: 1 magic point. 

Casting time: Instantaneous. 
Opposed POW roll with the target. 


Bends the will of target to that of the 
caster. 


If successful, the target obeys the 
command/s without exception until 
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the next combat round concludes. 


Only one individual at a time and 
has a maximum range of 10 yards. 


Spell may be broken if a command 
contradicts the target's basic nature 
(such as instructing a human to fly). 


May be recast as often as the caster 
finds possible, allowing a target to 
be controlled without interruption. 


Recasting is instantaneous. 


FLESH WARD 


Cost: variable 1 magic point per 
1D6 points of armor. 


Casting time: 5 rounds. 


Protection vs. physical attack. Each 
magic point spent gives the caster 
1D6 points of armour against non- 
magical attacks. 


Wears off as it blocks damage (for 
example, if a character had 12 
points of Flesh Ward as armour and 
was hit for 8 points of damage, the 
Flesh Ward would be reduced to 4 
points, however he or she would 
take no damage). 


Lasts 24 hours or until the protec- 
tion is used up. 


MELT FLESH 


Cost: (dead flesh) 1 magic point per 
15 SIZ of dead flesh; (living flesh): 
5 magic points per 15 SIZ of living 
flesh. 


Casting time: 5 rounds. 
Heats flesh (dead or living) to its 
melting point in one round. 


Living flesh is melted causing hor- 
rific disfigurement (1D4 damage 
per 15 SIZ points affected). 


Where the face is targeted, victim 
may become blind or lose the ability 
to hear and possibly suffocate unless 


air vents can be quickly created. 


Seeing human flesh melt off human 
bones costs 1/1D6 Sanity points. 


RITUAL OF CLEANSING 
(VARIANT VERSION) 

Cost: Sacrifice all but 1 magic point. 
Casting time: 3 hours. 

Prepares caster to don the Meat 
Simulacrum. 


Note: this version is corrupt and 
while its performance will success- 
fully prepare the caster to wear the 
Meat Simulacrum it also causes a 
rift in time and space, sending the 
caster and his or her surroundings 
to the Other Place. 


RITUAL OF ENACTMENT 
(VARIANT VERSION) 
Cost: 5 POW. 

Casting time: 1 minute. 


Caster's physical body must be sac- 
rificed, freeing the caster's spirit to 
inhabit the Meat Simulacrum. 


Empowers and activates the Meat 
Simulacrum. 


SEND DREAMS 
(VARIANT VERSION) 

Cost: Variable magic points. 
Casting time: 1D10 minutes. 
Opposed POW roll with the target. 


Caster sends short, specific dream to 
target (a single scene / image or emo- 
tion such as foreboding or horror). 


The caster uses a special etched, 
copper bowl filled with herbs and 
blood from the caster (set afire, pro- 
ducing a greenish smoke). 


Target must be asleep and within 20 
miles of the caster. 
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CALL OF CTHULHU CONVERSION 
C oonversicn Moles lor Earlier ditions 


Horror on the Orient Express has been prepared for use with Call of Cthulhu 
7th edition. However, with a small amount of conversion, the scenario can be 
used equally with any edition of Call of Cthulhu. Key changes are summarised 
below. The most important rule changes are also provided here at the start of 

the section. Most keepers should be able to use this table alone to keep their 

game moving, but further information is provided in detail below. 


Statisties 


CHARACTERISTICS 


In Call of Cthulhu 7th edition, characteristics 
are derived by rolling 3D6 and multiplying by 
5. Thus, a 3D6 roll of 16 to determine Strength 
is multiplied by 5 to derive a result of STR 80. 

Divide all characteristics by 5 to derive re- 
sults for previous editions. A nearby table sum- 
marises these values. 

This multiplier should be remembered for 
characteristic loss. Thus, if the scenario speci- 
fies that the investigator should lose 5 POW, 
they should lose 1 POW in earlier editions. 


EDUCATION 


Education has been refactored in 7th edition 
so that it does not go above 99. To factor high 
EDU scores, consult the following chart. 


HIT POINTS 


In 7th edition, hit points are derived by add- 
ing CON + SIZ and dividing by 10, rounding 
down. Thus, a cultist with CON 60 + SIZ 65 
totals 125 divided by 10, yielding 12.5. He has 
12 hit points. 

In earlier editions, hit points were the aver- 
age of CON + SIZ, rounded up. The same cult- 
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ist would have CON 12 + SIZ 13, averaged to 
12.5 and rounded up to 13 hit points. 

Thus, many enemies and pre-generated in- 
vestigators here may have 1 hit point less in 7th 
edition than in previous editions. It is recom- 
mended that the keeper ignore this difference 
for monsters and enemies, but may wish to al- 
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Divide all 7th edition characteristics by 5. Thus, 
STR 80 is equal to STR 16. 


Regular difficulty is normal chance, or 6th edition 
characteristic x5. 


Hard difficulty is one-half chance, or 6th edition 
characteristic x3. 


Extreme difficulty is one-fifth chance, or 6th edi- 
tion characteristic x1. 


Stealth is an amalgamation of Hide and Sneak, 
and may be used for either skill. 


Opposed rolls may be resolved by using the Resis- 
tance Table. 


A bonus die is equal to +20% chance. 


A penalty die is equal to -20% chance. 


MM MM MM MM MM MM 


169 


NN NAN NAN MM MM Mee 


(her acteristics 


Characteristic Divided 
: 5 


low players to recalculate their hit points for the 


pre-generated characters. 


DAMAGE BONUS 


Lower damage bonuses have been changed in 
7th edition. For 6th edition, use the values on 


the Bonus Damage Table. 


BUILD 


7th edition introduces Build, which is used 
when determining fighting maneuvers and also 
chases, and is derived from STR and SIZ. For 
6th edition, Build can be ignored. 


MOVEMENT RATE 


In 6th edition, all human movement rates are 
the same (8). 
170 


SKILLS 


Some skills have changed name in 7th edition, 
and others have been combined. In play, allow 
investigators to use any skill on their charac- 
ter sheet, and look for opportunities for them 
to succeed in their chosen skill even if the text 
does not specify a use for it. 

The skills of Hide and Sneak have been 
combined into the new skill Stealth. Where a 
Stealth roll is called for, allow investigators to 
roll on either Hide or Sneak as is appropriate. 
For characters included in this campaign, as- 
sume that they have both Hide and Sneak to the 
value of their Stealth. 

A complete list of skills and their new titles 
appears nearby. 


(7th Edition) | (6th Edition) 
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FIGHTING 


In 6th edition, characters have separate skills 
for different basic weapons and attacks. These 
include Fist, Kick, Grapple, Headbutt, Knife, 
Club and others. 


Book 4 


In 7th edition, all of these skills have been 
combined into one: Fighting. The Fighting skill 
is used for any basic attack. 

In Horror on the Orient Express, for the 
keeper's convenience all Fighting attacks have 
been listed under the name of the weapon (e.g. 
Brawl, Knife), but have the same attack chance. 
This explanation is added to explain the ab- 
sence of certain attacks (Kick), and to illustrate 
why many characters have the same value in 
Brawl as they do in Knife, and so on. 

In 6th edition all humans begin with a base 
Fist attack skill of 5096, so keepers may wish to 
increase Brawl attacks to that value if the list- 
ed level is lower. Other attacks such as Knife 
should be kept as is. 


ATTACK VALUES 


Attack chance and damage values are un- 
changed between editions. 

In 7th edition a distinction is drawn be- 
tween rolling under half-chance (Hard suc- 
cess) and under one-fifth change (Extreme suc- 
cess). For the keeper's convenience, these values 
are listed after every attack chance—thus, 4096 
(20/8). 

Keepers using earlier editions may ignore 
these values, although the latter serves as a 
helpful calculation of impale chances. 


Rule Differences 


The following 7th edition terms and rules are 
used throughout the text. 


Opposed Rotts AND THE RESISTANCGE TABLE 


7th edition does not use the Resistance Ta- 
ble from previous editions. Instead, opposed 
rolls are made. Each opposing party makes a 
roll under the required skill or characteristic, 
aiming to roll under their own value while 
achieving a higher degree of success than the 
opposing value. 

For 6th edition and earlier play, for any 
mention of an opposed roll, use the Resistance 
Table. Thus, opposing a door's Strength of 80 
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is making a Resistance Table roll against 
STR 16. Opposing a sorcerer's POW of 90 
is making a Resistance Table roll against 
POW 18. 


& CONSEQUENCES 
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CHARACTERISTIC ROLLS 


a | Characteristic rolls | Skill checks 


All characteristics in Call of Cthulhu 7th 
edition are five times those of earlier edi- 
tions. Thus, a Strength roll in the text 
here is the same as a STR x5 roll for ear- 
lier editions. 

In 7th edition, characteristic and skill 
rolls are modified by difficulty. See the note on 
difficulty, below. 


DirricuL TY 


Difficulty is an important concept in Call of 
Cthulhu 7th edition, and these terms are used 
throughout this book: 


> Regular difficulty equates 
to normal chance. 


> Hard difficulty equates to one-half chance. 


> Extreme difficulty equates 
to one-fifth chance. 


Thus, if the text calls for a Hard Strength roll, a 
7th edition character must roll under half the 
value of his or her STR. 

To derive this for earlier editions, the char- 
acter must roll under STR x 2.5. It is recom- 
mended that the value be increased to the more 
common 6th edition convention of STR x3. 

These rules also apply to skill checks. Thus, 
a Hard Spot Hidden roll is made at one-half the 
normal chance for Spot Hidden. 

These rules are summarised in a table nearby. 


IDEA Rotts Amo Know RoLLs 


Idea rolls are less common in Call of Cthulhu 
7th edition, where it is recommended that 
obvious clues be obvious to the investigators. 
Thus, there are few if any instances in the text 
here calling for an Idea roll. New rules such as 
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Hard difficulty Half chance 
Extreme difficulty One-fifth chance 


pushing the roll are used instead to keep play 
moving. 

Keepers using 6th edition should feel free 
to add Idea rolls to any scenario if it is a con- 
venient means of moving the game forwards, 
even though the text does not specify their use. 


Bonuses AAND PENALTIES 


7th edition introduces the concept of the bo- 
nus die and the penalty die for percentile rolls, 
and these terms are sometimes included in the 
text here. 

To approximate this for previous editions, 
assume that a bonus die means a +20% chance, 
and that a penalty die means a -20% chance. 


CHASE RULES 


7th edition introduces new rules for resolving 
chases, and these are used in some of the sce- 
narios included here. 

For earlier editions, call for investigators to 
make the listed characteristic rolls included as 
part of the chase, and have their opponents do 
the same. If the investigators roll more success- 
es than their opponents, they win the chase. 

Keepers may also choose to resolve chases 
dramatically, rather than via mechanics. 


Poison DAMAGE 


Poisons no longer have a potency (POT) in Call 
of Cthulhu 7th edition, but are given a descrip- 
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The following two rules from 
Call of Cthulhu 7th edition are 
recommended for use during 
play of Horror on the Orient 
Express. Spending Luck points 
allows players some scope in af- 
fecting the outcome of die rolls, 
but these opportunities are lim- 
ited by the amount of luck they 
have available. 


Pushing rolls allows players to 
re-roll a failed check, but with 
greater consequences if failed 
a second time. Call of Cthulhu 
7th edition contains numerous 
examples of the possible impli- 
cations of failed rolls, but space 
necessitates that only a summa- 
ry is presented here. 


SPENDING Luck Points 
(OPTIONAL RULE) 


After the player has made a skill 
roll (using a skill or characteris- 
tic), Luck points may be spent to 
alter the result. The player can 
use Luck points to alter a roll on 
a 1 for 1 basis. The points spent 
are deducted from the investi- 
gators Luck score, which will 
reduce the chance of passing a 
future Luck roll. 


Luck points may not be spent on 
Luck rolls, damage rolls, Sanity 
rolls or rolls to determine the 
amount of Sanity points lost. A 
player may spend any amount of 
Luck points (up to their current 
Luck value) on a roll. A player 
may only spend Luck to alter 


one of their own dice rolls. 


Criticals, fumbles and firearm 
malfunctions always apply, and 
cannot be bought off with Luck 
points. 


Also, no skill improvement 
check is earned if Luck points 
were used to alter the dice roll. 


In play, an investigator’s Luck 
will fall through spends and rise 
through recovery (see below). 


RECOVERING LUCK 
POINTS 


After each session of play each 
player may make an improve- 
ment check for their Luck. This 
is rolled in the same way as for 
skill improvement. The player 
rolls 1D100 and if the roll is 
above their present Luck score 
they add 1D10 points to their 
Luck score. If the roll is equal 
to or less than the investigator’s 
present Luck score, no points are 
recovered. 


Note: An investigators Luck 
score will vary throughout play, 
but may not exceed 99. The Luck 
starting value is not used again 
in the game. There are no resets 
and the starting value can be ex- 
ceeded in play. 


Pusana THE ROLL 


Pushing a skill roll provides the 
player with a second and fi- 
nal attempt to achieve a goal. A 
pushed roll is only allowed if it 
can be justified, and it is up to 


the player to do this. Whenever 
a player asks, “Can I push the 
roll?” the keeper should always 
ask, “What action are you tak- 
ing to push the situation?” It is 
not for the keeper to simply say 
yes or no; it is for the player to 
describe the extra effort or time 
taken to justify the pushed roll. 
If the player is stuck, other play- 
ers or the keeper might offer 
suggestions. 


By making a pushed roll, the 
player is upping the ante and 
giving the keeper permission to 
bring dire consequences should 
the roll be failed a second time. 


It is important to note that a 
pushed roll is not simply a re- 
roll; time always passes between 
rolls—it may be seconds or 
hours. 


Only skill and characteristic rolls 
can be pushed, not Luck, Sanity 
or combat rolls, or rolls to deter- 
mine an amount of damage or 
Sanity loss. 


FORESHADOWING 
FAILURE 


Before rolling the dice for a 
pushed roll, the consequence of 
failure may be foreshadowed by 
the keeper. To foreshadow, the 
keeper says, “If you fail...” fol- 
lowed by as much detail as he or 
she desires. The keeper should 
highlight things that would be 
apparent to the investigator 
(though perhaps unconsidered 
by the player). Things that the 
investigator would not be aware 
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of might only be hinted at (at 
the keeper's discretion). Players 
are welcome to offer their own 


suggestions for consequences. 


PUSHED ROLL: SUCCESS 


The player's goal is achieved as it 
would have been for the original 
roll. None of the consequences 


of failure happen. 


PUSHED ROLL: FAILURE 


Failing a pushed roll grants the 
keeper free rein over the out- 
come, including damage, San- 
ity checks, loss of equipment, 
isolation from the rest of the 
investigators, capture and so on. 
The keeper can even incorporate 
the player's goal being achieved 
(even though the player failed 
the pushed roll), but at some 
form of cost. 


When a player fails a pushed roll, 
he or she is giving the keeper li- 
cence to make the investigators' 
lives more difficult. A conse- 
quence should steer the game 
towards the theme of horror, 
taking the investigators one step 
nearer to their doom. A player 
gets to push a skill roll and, if 
he or she fails, the keeper gets 
to push the horror back in that 
player's face. 
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tor instead. To derive poison POT for earlier 
editions, use the following table. 


POISON POT 
Mild 1-9 
Strong 10—19 
Lethal 20+ 
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Full / Half / Fifth Values Table 


06/3/1 


07/3/1 


08/4/1 


09/4/1 


01/0/0 02/1/0 03/1/0 04/2/0 0571 27 1 


107512 


1175/2 


16/8/3 


12/672 


17/8/3 


13/7 6/2 


18/9/3 


14/7/2 


19/9/3 


15/7/3 


20/10/4 


21/10/4 


26/13/5 


22/11/4 


2751345 


23/11/4 


28/14/5 


24/12/4 


29/14/5 


Zo WIS 


30/15/6 


31/15/6 


36/18/7 


32/16/6 


37/18/7 


33/16/6 


38/19/7 


34/17/6 


3911977 


35/17/7 


40/20/8 


41/20/8 


46/23/9 


42/21/8 


47/23/9 


43/21/8 


48/24/9 


44/22/8 


49/24/19 


45022709 


50/25/10 


51/25/10 


56/28/11 


52/26/10 


57/28/11 


53/26/10 


58/29/11 


54/27/10 


59/29/11 


5234 27] 11 


60/30/12 


61/30/12 


66/33/13 


62/31/12 


67/33/13 


63/31/12 


68/34/13 


64/32/12 


69/34/13 


65/32/13 


70/35/14 


71/35/14 


76/38/15 


72/36/14 


77/38/15 


73/36/14 


78/39/15 


74/37/14 


79/39/15 


75/37/15 


80/40/16 


81/40/16 


86/43/17 


82/41/16 


87/43/17 


83/41/16 


88 / 44/17 


84/42/16 


89/44/17 


85/42/17 


90/45/18 


91/45/18 


96 / 48/ 19 97/48/19 | 98/49/19 99 / 49/19 100 / 50 / 20 


92/46/18 


93/46/18 


94/47/18 


95/47/19 
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Sora PLAYERSs" Map 
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Z/ 3. The House of Parliament 
À] 4. The University of Sofia 
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@ Railway Station 


@) Sea Port 


© Ferry Port 


— Reference — 
. Sirkeci Station 
. Imperial University 
. The Blue Mosque 
. Hagia Sophia 
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© Sea Port 
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—— Trainline 
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INDEX OF SIGNFICANT & USEFUL ENTRES 


An index of significant and useful entries. Also: 
f-indicates that page and the following page. ff- 
indicates that page and a number of following pages. 
bold page number-indicates a major entry if there 
is more than one page number listed. italics page 
number-indicates an important illustration. 


Abella, Antonio (Italian legal assistant) 136, 138, 146, 
165 
The Accounts of Tillius Corvus (tome)... 29 
use as a weapon. 
"Across Europe" (core scenario)... 
Accursed Eye (spell)... 
visions from 
Air travel in Europe … 
availability 
hazards and delays... " 
trouble in the air... 
Aktar (See also Makryat, Mehmet) .. 
Alternate Ambushes..................... sss 36-37 
Alternate Ending. 
conclusion 
Animate Flesh Thing (spell) 
Antimony (poison) 
Antin, Chantel (French model) .....138, 146, Wf, 156, 
158,165 
"Anyone Can Go" competition....................... 129,131 
Ataturk (historical leader) .... 
Baba Yaga (monster) 13 
Baleful influence (See Sedefkar Simulacrum, baleful 
influence) 
Banuelos, Enzo (Spanish postal worker)136, 137, 156, 
164 
Beddows, James (butler) ..118, 125 
Belgrade, Kingdom of Serbia ................................ 103 
Beylab the Perspirer (man who knows too much).48, 
52ff 75 
——————— what he knows 
54 
Beylab-thing (monster) 
Bin Nassar, Aziz (cultist) ... 
Bin Nassar, Israa (caltist)... 
Black swarm of chickens (See chickens, black swarm) 
"Blue Train, Black Night" (core scenario-Across 
BüFOpe) oniiir ea 85ff 
keeper information 
conclusion 
investigator actions 
investigator deterioration 
keeper information ...... 
Bosporus 


.16,21,22 
..73, 87, 122 


Bowman, Arthur (school master). 116f, 118, 121, 125 

"Bread or Stone” (optional scenario) ........................ 9 

Brothers of the Skin (cult) 8, 14, 15, 18f 20, 23, 44, 46, 
47, 50, 51, 56, 67ff, 71, 75, 102, 106 


Budapest, Hungary. 
Buda Castle district & labyrinth. 
crowned head. 
guided tour. 
Hilton hotel .... 

Trinity statue to plague victims 
Bulgaria 
Chukurovo.. 
currency. 


Sophia (See Sophia) 
Bulgarian war 1875 rennes 7 
the Butchers (cultists, See also Brothers of the Skin)... 


13,15,21,23,33 
Fenalik’s handiwork on .... 
temple of 
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.21, 22, 23 


“By the Skin of the Teeth" (core scenario)... 
accommodation 
alternate ending 
arrival 
below the Shunned Mosque... 


conclusion 
deputy high commissioner' plea.. 


Mehmet Makryat .... 
missing children 
Professor Smith 
Red Mosque 
research 
secret entrance... 
Shunned Mosque .... 
skin beast. 


Call Avatar of Skinless One (spell) 
Call Skinless One (spell)... 
Cathedral car... 
Cave (temple of the Butchers). 
diagram of... 
Cave painting, the mythology of .... 
Central Power (WWI) 
Challenger Trust lecture... 
Charenton asylum (See Paris, France) 
Chedenko, Professor A. (academician)... 17, 18, 19, 33 
Chef de Brigade (OE staff) ..... 100, 101, 102, 103, 105, 
109,110 
Chickens, black swarm .................... een 103f 
Children of Fenalik (See proto-vampire) 
Christova, Major Vasil (police inspector) 13, 15, 19, 22, 
24f, 32 
task force stats 


.. 107ff, 108 
.22ff 23 


Orient Express) 
Companion-to-the-Dead (old loon) .. 
Constantinople Handout £1 .... 
Constantinople Handout #2 
Constantinople Handout #3 .... 
Constantinople (Istanbul), Turkey ........ 

air travel to 


British embassy... 
carriages & horses 
cistern 


events in 1923 . 
Galata bridge 
Galata tower .... 
grand bazaar 
hippodrome. 
Istanbul name change. 
map of the city 
money (Turkish pound) 
newspapers (Orient, Tanin) 
Pera Palace hotel ..... 

Pera-Galata... 


Sirkeci station . 41, 73,99 
spice bazaar.. ...48 
Stamboul...... .. 40, 99 


639, 41, 47,49 


Topkapi museum .... 


transport 
Turkish bath.. 
university and library 
Üskudar. 
Üskudar cemetary 
Contact Skinless One (spell) . 
Control Skin (spell) 
Conversion notes (to previous editions) . 
quick conversion 
recommended rules 
rule differences 
Corvus, Tillius (Roman legionnaire) 
Costanza, Elena (British agent)....89, 92, 93, 100, 103, 


105 
Cotting, Maurice (addict)... 82 
Create Flesh Creeper (spell) .................................. 62f 
Create Gate (spell).................. 


Create Skin Beast (spell) ... 
Crusader's Tomb 
Curse of the Putrid Husk (spell)... .50,58,63 
Curse of the Simulacrum (See Baleful influence) 
de Bruessy, Count Henri (French aristocrat)....92f, 95 
de Bruessy, Countess Emmanuelle (French 
aristocrat) eere terrere 92f, 95, 102, 103 
del Garda, Doña Margarita (Spanish aristocrat)...95f, 
97,102,103, 104 
Des Esseintes, Duc Jean Floressas ......................... 14 
Detransference (spell) 
The Devils Simulare (tome) .. 
Diary of the Investigators 
Dimensional shambler (monster)... 
Dominate (spell) 
Drake, Charles (British businessman) . 
Drake, Evelyn (newlywed wife). 
Dreamlands Express train 
Duke of York (future George VI) .. 
Dzhudzheta civilization 


The Dzhudzheta Idol (tome) . 
Echoes of the historical past . 
Edward VIII (abdicated throne)... 
Enchanted Grafted Flesh (spell)... 
Eudocia, Lady (Roman woman) 
The Express Diaries (tome) ... 
Eye 
mythology of. 
theft of... 
visions .... 
Faccia, Arturo (cultist) 
Faceless soldiers (unspeaking horrors) 
Falséritüal i.t tonii 
what if investigators avoid (option)... 
Farber, Lars (German engineer) 
Fenalik, Comte (vampire) 7, 20, 22, 23, 24, 26f, 27,30, 
34, 35, 36ff, 38, 128, 151 


alternate ambush: other train 


alternate ambush: roadside. 
attack of ..... 
coffin of 


handiwork of (on the Butchers).. 
hypnotize 
killing him.. 
playing Fenalik 
recognition of... 
shape-change .... 
strikes investigators (aboard Orient Express)....26 
vampire at bay... 
Feyar (scribe) 
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Flapping man (monster)... 69, 70, 78 
Flesh creeper (monster).... 
Flesh Ward (spell) 
“The Fog Lifts” (core scenario- London) .......... 115ff 
arrival in London 
beating Makryat to London .... 
captive in the cupboard .. 
conclusion 


false ritual 
gratitude... 
Islington .... 
keeper information .. 
lurker on the ceiling. 
Makryat reborn 
scroll of the left hand... 
substitute sacrifice T 
what if investigators avoid false transcript ......121 
what if Mehmet escapes 
The Fortes Falcones (Roman legion) ...................... 29 


Garaznet (Kurdish scholar).......................... 47,54,56 
Gatling, Jack (columnist) .... 90, 91, 100, 103, 104, 105 
Gemellus, Alexius (Roman commander)... 29 
George V, King (historical leader) ... 

gratitüde: uicem 

plot to assassinate son.. 
Golden Horn 
Gonzaga, Faustino (Venetian cook) 136, 137, 156, 165 
Graft Flesh (spell).« tension cose eren 109 


Grave thing (See Beylab-thing) 


165 
Groenig, Kurt (German industrialist)93f, 94, 102, 105 


Guillemette, Henri (French business director) ...138f, 
146,166 

Gypsy and bear (street performers, See also Makryat, 
Mehmet nn sement me 49f, 50 

Hakim the Unruly (seedy fisherman) ..................... 76 

Harrow, Sir Robert (adventurer) ................ 92, 96,100 


Head of Simulacrum (See Sedefkar Simulacrum) 
Head, mythology of. 
Hennessey, Lt. James (Australian spy)... 
Ho-Tet, Rama (Egyptian antiquities dealer)89, 94f, 94 
Hotel Todorov 
Human soul, mythology of... 
Hungary 
nter-Allied Police 


stanbul, Turkey (See also Constantinople)... 128, 140 
map of modern Istanbul... 140 
Jigsaw Prince (See also Des Esseintes, Duc Jean 
Ploressas) mn tectis 107ff, 151 
Jordanov, Dr. Radko (museum director)7, 8f 8, 10, 11, 
13, 15, 20, 32 
ickstarter backets.......... esce 176ff 
Kingdom of Serbs, Croats and Slovenes................ 103 
Knot Flesh (spell) 


Kuredeff (Turkish servant) .. 
Lausanne, Dream (Dreamlands).. 
Lausanne, Switzerland 
Left Arm of Simulacrum (See Sedefkar Simulacrum) 
Left Leg of Simulacrum (See Sedefkar Simulacrum) 
Living Hand (monster) … 146 14,32 
Lloigor (monster) .36,105 
Lloigor cultists ....... 
Locomotive Beast (avatar of Skinless One).. 107, 110, 
114,151 
London, England 
Bookbinders Arms public house 
Croydon Aerodome ...... 
Islington 
Makryat's Antiques shop 
Osborne' Clothing store . 
Victoria Station... 
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Lovers Heart (dream artifact) .............................. 29 
use as a weapon 
Ljubljana, Kingdom of Serbia 
Lux-Vista.com 
Makryat, Mehmet (cultist leader) ..30, 49, 55, 67ff, 71, 
77,85,98, 109, 113, 115, 125 
beating him to London .... 
death of 
false ritual .. 


rebirth option. 
shop (in London) 
what if he escapes (option).. 

what if he is caught early (option) .. 
Makryat, Selim (cultist leader) 39, 40, 46, 49, 57, 67ff, 


71,77, 109 

Margrave, Lord Michael (English Baron)..95, 97, 103, 
104 

Martinelli, Luigi (opera basso) ................ 90f, 93, 100 

Mateev, Todor Dr. (archaeologist, see also Chedenko, 
À rss 


Maxim machine-gun 
Meat simulacrum (artifact) .. 128, 129, 156, 161, 162f 
Medallion of Ithaqua (artifact) ............................. 105 
Melt Flesh (spell). 
Milan, Italy 
Milton, John (Lux-Vista owner).. 127, 128ff, 135, 146, 
153ff, 157, 160ff, 162, 167 

CAPLUTE trimestres 159f 
journal y 

Mims Sahis (artifact). 
use as a weapon.. 
Modern Handout #1 
Modern Handout #2 
Modern Handout #3 
Modern Handout #4... 
Modern Handout 45... 
Modern Handout #6 
Moric, Dr...................... 


Mustafa (concierge) ... 
Necronomicon (tome) 
Nikolai (cult initiate) 


chasing Dim... iiec tenete tinta 
Nyarlathotep (outer god) ........ 127, 128, 129, 149, 160 


Ocana, MeRissa (Spanish painter)................ 39,166 
One-eyed investigator m 
Order of the Noble Shield... 
Orient Express..8, 26, 41, 43, 66, 84, 88f, 97ff, 124, 127 
Calais coach... 05,111 
cathedral car .. 
engine of .... 
fourgon 
last night on 
little train of horrors . 
locomotive beast 
London newspapers 
mass murder on 
modern train (See Venice Simplon-Orient 


Express) 
Paris-Trieste coach... 105 
poisoning on board 
Osborne, Robert (shop proprietor) 100,117 
Other Place 


echoes .... 
faceless soldiers.. 


lavatory effects ... 
leaving train-along track. 
leaving train-embankment. 
looking out window 
luggage... 
murder 
trapped 


Ottoman Empire ................. see 9,40,41 
Paris, France 
Charenton asylum... 
Gare de Lyon 
Gare de l'Est 
Penev, Dr. Ivo (young archaeologist) . 
Pera-Galata (See Constantinople) 
“Perfect Skin" (optional encounter- Constantinople) 
39, 67, 79ff 
Phillips, DCI Joseph (detective chief inspector) ...117 
Plot to assassinate son of King of England ..... 85, 105 
Poisoning. 
Pound, British 
Pound, Turkish 
Prepare Corpse (spell)....................... sss 63 
Proto-Vampire (children of Fenalik, monster). kd 34 
Pyramid of skulls... 
Red mosque (See also Shunned mosque) . 
“Repossession” (core scenario-Sofia) 
conclusion 
keeper's information... 7 


Return Handout #1 . .100, 116 

Return Handout #2 . .105, 106, 116 

Return Handout #3 

Right Arm of Simulacrum (See Sedefkar 
Simulacrum) 


Right Leg of Simulacrum (See Sedefkar Simulacrum) 
Ritual of Cleansing (spell)45, 69, 85, 86, 122, 128, 130, 


149, 168 
false ritüàl notet 115, 119ff 128 

Ritual of Enactment (spell)39, 86, 111f 120, 130, 161, 
162,168 

Ritual of Ending (sell)... 72f 

Roti, Giuseppe (Italian banker)136, 146, 148, 154, 155, 
164 

Rutherford, James (son of Sir Douglas) ............ 51,67 

Rutherford, Sir Douglas (British Deputy High 
Commissioner) 


Salleh, Fahim (cultist) 
Sea of Marmara...’ 
Sedefkar scroll 
151 
end of the scrolls... 
scroll of the belly... 
scroll of the head 
scroll of the left arm (See also Ritual of Cleansing) 
72, 119, 120, 121f 
false ritual . 115, 119ff 
scroll of the legs . 72,111 
scroll of the right arm... 72, 111f 
Sedefkar Simulacrum (artifact) 7, 8, 11, 25, 29, 30, 40, 
44, 57, 58, 60, 67/f, 86, 104, 127, 128, 129 
baleful influence . 14,25, 31,45 
contingency plans 
destroying it 
deterioration effect table... 
deterioration of investigator 
empowering it. 


hiding it... 
if not in Constantinople (options) 
joining the pieces 
meat simulacrum (See Meat simulacrum) 
missing a piece... 
partial victory . 
sending it away 
use as a weapon.. 
Sedefkar the Osmanli.. 
Send Dreams (spell)... 
Sequel, optional modern-day..... 
Sherwood, James (historical rail enthusiast) .;...... 131 
Shunned Mosque (aka Red Tower) .. 39, 47; 50551557; 
60, 64ff, 67ff, 71, 128, 129, 160, 161/,163 
antechamber 
below... 
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dead parts room eee... 
preparation room 
prison in minaret. 
secret entrance 


Simplon tunnel (compl. 1906) . 
“The Simulacrum Unbound" (optional B ario). 
123, 127ff 

1923 Diary (of the investigators) ............. 130,156 
additional character 138ff 
communication on board .. 134, 154f 
competition winner . ...136 
conclusion ................ ..153f; 163 
configuration of train. 
customs and immigration .. 
day five ...... 
day four. 
day one.. 
day three... 
day two.. 


dress standard... 
echoes of historical past.. 
emergency equipment .... 
investigator information. 
Istanbul map 
itinerary 
John Milton 
keeper information .. 


luggage 


Mff 
... I28ff, 154 


127, re 


Milton captured ... 
Milton's Gate 
missing train..... 
modern Orient Express 
murder ................. 
optional sequel 
other place 
passenger from London 
replacement investigator 
shunned mosque 

six body parts 
pour —Á— 
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Six body patiserii t e nire dede 136 
Skin Beast (monster) 51, 58, 67,76 
Skin devil (monster) ..117,118,125 
Skin of the Sedefkar (spell)... 
Skin Walker (spell)............................. sss. 
Skinless One (god)... 15, 49, 51, 56f, 67, 68, 107, 119f, 
120, 126, 129, 161 
inhabiting the locomotive (See also locomotive 


D me ra e n EAN aaa 107 
Skinning Humans ................. sees 91 
Smith, Dr. Julius Arthur (professor) ...7, 26, 39, 70, 71, 

Tf 
Société Général (Constantinople office) ................. 31 


Sofia, Principality of Bulgaria ..7, 9, 10, 10, 12,25, 103 


events in 1923 .... 


library research results.. 
National Archaeological Museum 
safe house in. 
Sophia University (Sophiiski Universitet)..... 17, 22 
Soucard, Emile (conducteur, See also Makryat, 
Mehmet) nu. 89, 90, 100f 103 
Special weapons (See weapons, special) 
Stalker (See Wilson, Mark) 
Stamboul, (See Constantinople) 
Strangers on the Train... 38 
Sultanate (See Ottoman Empire) 
Svilengrad, Principality of Bulgaria . 
Switzerland... 
Szorbic, Danton (assassin). 
“The Doom Train” (optional scenario 
Thrace 
Topkapi Museum (See Constantinople, Topkapi 
Museum) 
Torso of Simulacrum (See Sedefkar Simulacrum) 
Transfer Body Part (spell) 
Trieste, Italy 
Turkey, republic of... 
Turkish language. 
Turkish police 
Turkish pound 
Turn to Skin (spell) . 
Uskudar (See Constantinople) 


Venice Simplon-Orient Express (modern train, 
resumed 1982) 
communication on train 
configuration of cars 
cost of ticket... 
currency 
customs and immigration .... 


dress standard. 

echoes of historical past... 

fourgon... 

itinerary 2013.. 
day 1-reception, dinner... eee 
day 2- Budapest overnight... .. 143, 144f 
day 3- Budapest tour, depart to Romania, 


Ritual of Cleansing........................... 143, 145f 

day 4- murder, 1923 Diary discovered 143, 155, 
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day 5-more murder, Gate spell ................... 143 
language 


London, travel from 
luggage 


. 142, 144 
. 142, 144 


sleeper car F (diagram) 
sleeper car G (diagram)... 


washing facility 
Vinkovci, Kingdom of the Serbs, Croats & Slovenes 8, 
9 
Violet, Rene (French OE steward) .. 141, 150, 154, 167 
Walker in the Woods (monster) . … 104, 113 
Walters, John (English student) ..... 136, 154, 155, 164 
Weapons, special .................... sees 
Wedding guest (female stats) 
Wedding guest (male stats). 
White cottage ... 103 
Wilson, Mark (Australian investment fund manager) 
139f, 148, 156, 158, 166f 
Winckelmann, Johann (character)... 
World War I 
Wyss, Fabian (Swiss plastic surgeon).....141, 155, 167 
Ziegler, Wanda (American charity director) . 139, 166 


Horror on the Orient Express 


- PARIS + LAUSANNE + MILAN 
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